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g Super Empire 
3 Strikes Back 
i Turtles Tourney 
£ Fighters 


Cool Spot 
Aladdin 
Flashback 
Daffy Duck 


FI Pole Position 
Legends of the Ring 
Mystical Ninja 
Sensible Soccer 


your guarantee 
of value 
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Super shots. Super passes 
Super sharp graphics all 
add up to the most 
exciting, realistic 
football game yet to 
be released 
on the Super 
Nintendo. 

Available now 


Experience the excitement 
of the most prestigious 
competitions- whether on grass, 
clay, hard or indoor courts, 
in singles or doubles, with one 
or two players. 

Available 
October 
1993 
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TRUE 

GOLF 


Whether you're an armchair 
golfer or true fanatic, experience 
3-D golf simulation that lets you 
play the world's greatest 
courses under super 
realistic conditions. 

Available now 


Play an entire NBA season 
starting from the pre season 
games up to NBA final. Select 
from one of the 27 official 
NBA teams and enjoy the 
fast paced action and 
excitement. TECm0 , 

Available now 


Four great sports games. 
For great sports action. 



Bandai UK 

Hedge End, Southampton. S03 4TX 










Strange things are afoot at 
Fortescue Mansion. And it’s all 
got to do with one of the biggest 
games in ’94. 




Nintendo 


jk 


NES £30 you must be joking! 

Nintendo have Just announced the 
NES as going on sale for the measly 
sum of £30. A bargain however you 
look at it, we tell you why. 


nintendo 
hoUine P7 i 

Another great compo! 

back issues P88 


The thing is... Game Zone, it’s the 
best mag in the world and you’re 


Win Cool Spot goodies, or see if 
you’ve won some other gear. 


If you ever need any kind of tips 
then tune into PG Tips which this 
month gives you the full on low- 
down on: 

Super Turrican, Street gangs, Super 
Street Fighter II Turbo, Lemmings, 
Super Star Wars, Raging Fighter, 
Cybernator. Plus many many more 
class games and a special tipped 
feature on Zombies. 


in the pipeline 


Ho ho, as Santa might say. Have we 
got some previews for you. 


Well yes: 

R-Type 3 p 82 

Alfred Chicken p 83 

Secret Of Mana p 85 

Desert Fighter p 86 

Super Turrican p 88 

Brett Hull’s Ice Hockey p 89 

Run Saber p 91 

Zool p 92 

Young Merlin p 94 

Clay Fighter p 96 


end zone 


contents 


game zone 


Aladdin is the 
game to play, or is 
it? The crimbo film 
get’s a full review 
on page 40. Is it a 
Christmas cracker 
or a turkey? (Yet 
again you’re fired. 
Ed.) (And don’t 
come back. Ed.) 


The full Nintedo 
story? That’s right. 
We take you on a 
journey from their 
corporate history, 
through their best 
games and ending 
up firmly in the 
future. 


features 


regulars 


news 

Everything you wanted to know 
about Nintendo but didn’t know 
who to ask. 

The NES goes super cheap p 6 
Music on the SNES and how p 7 
Muhammed Ali hits the SNES p 8 
Mortal Kombat 2 and when p 11 
Lethal Enforcer, kill people p 12 

Games slump in Japan p 13 

Stallone SNES star p 14 

Sexy schoolgirls p15 

Japanese bonanza p 16 

the cartridge 
family p28 

You get to see who us crazy 
funsters really are - in our own 
habitat. Listen our home is your 
home, if you need anything just pop 
round, unless it’s money, or sense 
for that matter. 


pg tips 


missing a copy buy it here. 

soled out P 74 

The Classified section, frankly. 

subscriptions P 75 

Brrr, cold out isn’t it? Brr brr, look 
why walk to the shop for Game 
Zone this winter? Order it and it’ll 
land cosily on you mat every month 
for the next year. Roll on 1995. 

console 

counsel P 76 

We give the new consoles the once 
over and tell you not to buy the 
Sega Mega CD. 

9GGZ p so 

Including Colin Culk. find out what 
people like you think. As well as 
the odd nutter who slips through 
the net. 


i,?' 







game zone 


Lawn mower 
Man 


contents 




Get right off your track in the latest Formula one whizzo 
speed game. F-1 Pole Position. 


Ah Dr Angelo, I bet you didn’t think that you’re 
experiments would land you in this mess did you? 


Well it certainly looks as though it’s shepherds will be 
delighted tomorrow then. 


Turtle’s 

Tourney 


Aladdin 


Mystical 

Ninja 


Flashback, when the feeling’s gone and you can’t go on 
it’s a... No wait isn’t that Tragedy by The Bee Gees. 


Daffy Duck: 
Marvin Mis. 


Ride a cock horse... well no I’d rather ride a dinosaur, any 
day of the week, that’s the kind of guy I am. 


Beware the deer! Jump you mystical ninja jump like a 
needle on a scratched Christmas EP by Slade. 


Doing the mag types: 

Trenton Webb (Editor), Nick Aspell (Art 
Editor), Simon Kirrane (Deputy Editor), 
Jonathan Nash and Andy Butcher (Staff 
Writers), Peter Canning (Photography), 
Adam Peters, Daniel Pemberton, Dave 
Golder, Simon Forrester, Duncan 
MacDonald, Patrick McCarthy, Rik 
Haynes, Rupert Sliwa and Zy Nicholson, 
Steve Fardy.(Contributors). 

Thanks also to Garry Turner 

Producing the mag types 

Alison Morton, Julie Fisher and Susan 
Wheatley (Advertising), Chris Stocker, 
Heath Parsons, Jon Moore, Mark Gover 
and Simon Windsor (Linotron and 
Scanning) Frances Wasem (Production), 
Colin Campbell (Publisher) Sue Hartley 
(Circulation Director), Greg Ingham 
(Group Publishing Director) Chris 
Anderson (Managing Director). Printed in 
the UK by Garnett Dickinson. 


Game Zone is brought to 
you by the makers of: 

Amiga Format, Amiga Power, Amiga 
Format Specials, Amiga Shopper, 
Amstrad Action, Commodore Format, 
Edge, Total!, Future Music, 
GamesMaster,Mac Format, Mega, Pc 
Format, PC gamer, Sega Power, Sega 
Zone, ST Format and Super Play. 

“Okeydokey Doggy 
Daddy’’ 
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30 Monmouth St, 
Bath, Avon, 
BA12BW 

Tel 0225 442244 
Fax 0225 446019 


Nintendo, Nintendo Entertainment 
System, NES, Game Boy. Super 
Nintendo Entertainment System, 
Super NES and Super Nintendo 
Scope are trademarks of Nintendo 
of America Inc and its associated 
companies. All rights recognised. 
Game Zone Is an independent 
magazine, in no way connected to 
Nintendo of America Inc - and we’ll 
culkin’ fight anyone who says 
differently. All material in the 
magazine is © 1993 Future 
Publishing. Game Zone is a 
monthly publication printed in the 
UK. Yet again there's room for a 
joke but I'd rather tell you about 
my childhood. You see I’m not like 
other boys (I'm called Janet for a 
start) and I put it down to my 
youth, you see I had to wear these 























VICIO 


price sla 


F ancy a cart for a fiver? Wanna buy a console for £30? Well you’d be 
mad not to wouldn’t you, especially when some of the greatest games 
ever seen are available on it? The console in question is the NES which 
Nintendo has announced that it will now be selling for a stupidly reasonable 
price of £29.99, and its software will be available through a price range of £5 
- £20. New releases - like the forthcoming Kirby and Tetris II will still cost a 
whacking £29.99. 

Called ‘repositioning’ by those dull marketing types, the price drop is 
intended to strengthen give the ageing 8-bit machine some extra clout. For 
more info, opinions and suggestions see p.25 for a full feature on this 
massive-barg-arama. 
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Cheaper than your average console, 
or cart for that matter. 
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The stupendously brilliant Super Bomberman and 
its equally essentially wonderful five way play 
adaptor the Super Multitap have eventually been 
officially released in the UK. Long available on 
import, the Multitap allows four players to play 
Super Bomberman through joypad port two, with 
another single joining in via joypad port one. Now 
both game and add-on have shipped into the UK 
and should be available for the mere price of £44.99 
and £24.99 respectively. 


Unfortunately the number of Super Bomberman 
carts exceeds the number of Multitaps in the 
country by about a factor of five, which means that 
many players of this most playable multi-player 
game won’t be able to experience of stiffing four 
close and trusted time and time again. Still, we’ve 
got one, nah! 

Separated at birth? Super Bomberman and Alfred Chicken. 
The similarities are stunning: both good games characters, 
both sad victims of the crap ‘stand in front of Big Ben’ 
photo opportunity. 


Super Bomberm 
and Multitap 
finally hits the 

streets 
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Interplay’s Rock W’ Roll Racing wowed us with its brilliantly funky rowdy 
guitar based musak. Game Zone (they said in a collective consciousness 
kind of way) was impressed and puzzled. How did they do it, we 
pondered? Now all has become clear, courtesy of the ARDI Sound 
System™ - Advanced Real-time Dynamic Interplay Sound System. 

Now while the acronym may sound a little contrived, the sounds it 
produces are wonderful. 

Even better is the size of the files. All 112 sound effects for the game 
Lost Vikings took up no more than 11 k of memory, the 131 effects including 
samples take up only 18k in the forthcoming Clay Fighter. 

Using a MIDI interface ARDI allows musicians to manipulate the Super 
Nintendo’s sound hardware as a MIDI module, so better volume, panning, 
depth, width, echo than has been possible to date. The ARDI Sound 
system also means that musical data isn’t stored on 
the SNES sound chip 
but in ROM. Which 
means that there’s 
more room for samples 
and the like and up to 
16 tunes to be played 
at once. 

Quite why you’d want 
to play 16 tunes at once 
is a bit beyond us, but 
at least it’s possible. So 
keep your ears open 
next time you play an 
Interplay games as all 
their new titles should 
utilise the system. 
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Big on sounds, big on fun and big 
on... well everything else really. 


our price 


news 


release 


redesigned games sections 
installed at OUP price 


Godawful headline isn’t it? But that’s what the press release said and I feel 
it’s my duty as an honest journalist to report these things fairly and 
squarely. Apparently Our Price, who’s ad campaign used to run along the 
lines of ‘for people who knew about music’ knew bugger all about games. 
Well, I didn’t mean it in any nasty kind of way, but the fact they are now 
introducing games demonstrators in their shops. 

Which implies... Anyway the job was created specifically ‘to show 
customers the type of graphics, moves and action that software can 
offer’. It will be nice to able to ask ‘Is this available on the Super Nintendo?’ 
without sending shop assistants into paroxysms of giggling techno-fear. 
And then again... 





Super Smash TV 
Acclaim 


Super Star Wars 
JVC 




Jurassic Park 
Ocean 


Bubsy The Bobcat 
Nintendo 


Star wing 
Nintendo 


The Lost Vikings 
Nintendo 


Alien 3 
LJN 
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Super Mario Paint 
Nintendo 


Desert Strike 
Electronic Arts 


game zone 


Mario All Stars 
Nintendo 


Street Fighter 2 Turbo 
Capcom 


Mortal Kombat 
Acclaim 


EN 

Striker 

Elite 





Zombies 

Konami 

- 
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Kevin Keegan’s Player Manager 
Imangineer 


Super Mario Kart 
Nintendo 


Super Bomberman 
Sony Imagesoft 


Super Kick Off 
Imagineer 


Krusty’s Super Funhouse 
Acclaim 


Chart compiled by 
Gallup © ELSPA 1993 





Spiderman and The X-Men 
LJN 
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Curious joystick of the month 
(No .3 in a series of quite a few) 

The Phantom 

“In the spirit of co-operation between user and maker, Logic 3 are 
presenting their vision of the future, with a Super Nintendo controller 
that will spook the competition.” Ho, ho. 

Over 12 inches long, with 8’ of cable and some of the biggest buttons 
this side of the Fells, The Phantom offers a chunky functionality rarely 
seen in this ‘bigger, better, more’ world of video games. It may be a bit 
of a heavyweight in terms of size, but it skips onto the scales for a mere 
£24.99. If a joypad you could stun a rhino with will make your life a 
more rounded experience then phone Spectravideo 081 902 2211. 
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“Sizzle in the sand” What are 
they talking about for lawk’s 
sake, sounds like a broken 
barbeque, tch. 


Or should that read beach? Anyway, Dig & Spike Volleyball on the SNES is 
being unveiled in the States by Hudson Soft. Offering both six man 
international and two player beach volley it boasts all a die-hard Baywatch 
fans something to do during those long gaps between bright red bikinis 
and bare flesh. 

There’s no news yet of any British release, and they’d probably be 
advised to wait until the summer when a young gamers thoughts turn to 
sports, shorts, sand, sea, surf and other Baywatchy type things. 
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signs 


Virgi 

Muhammad AN, nee Cassius Clay 
the former three time Heavyweight 
Champion of the World, has put is 
name to a new slug-fest from Virgin. 
The 10 contender, one or two 
player game is due out this 
Christmas on both Game Boy and 
SNES. And as big ‘Al’ is one of the 
boxers you can control there’s 
plenty of opportunity for shuffling, 
rope-a-doping and phantom 
punching. 

Expect a full review next month 
and don’t think we’ll pull any 
punches - unless of course we 
come under any form of physical 
threat. In which case it’ll just get 
100% and be done with it. 
































Have you got what 
it takes to roar into 
the sunset with the 
first motorcycle racing 
simulator to hit the 
Super Nintendo? 

Race the international 
circuits with 2-player 
simultaneous split¬ 
screen action. 

If you've got the 
guts, the glory will 
be waiting on the 
winners rostrum. 


Available 
October 1993. 


"This is a 
fun game 

especially in 2 player 
mode. Considering it's 
the first Hang-on style 
racer for the Super 
Nintendo it's worth 
checking out ." 

NMS September 1993. 


Bandai UK 

Hedge End, Southampton. S03 4TX 
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OPEN 


/MERRY XMAS \ 
AND A HAPPY 
.NEW YEAR FROM 
k ALL AT T\Y\A 


DAYS A 
v WEEK > 


ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW LANE-HORSFORTH 

EDS LSI8 4DF 

MAIL ORDER SIZZLINGLY HOT LINE 

0532590077 


LOW LOW PRICES - ALL THE LATEST GAMES S MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY, OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-5pm Sat S. Sun • FAX NO: 0532 586523 

SPEND & SAVE ££££s THIS XMAS WITH ZAP 

Huge savings when buying more than 1 game 

e.g. buy 2 games and SAVE £5.00 OFF TOTAL PRICE! 
buy 3 games and SAVE £10.00 OFF TOTAL PRICE! 

buy 5 games and SAVE £20.00 OFF TOTAL PRICE! etc.etc. 

THIS AMAZING OFFER ENDS ON 31/12/93. 

FREE XMAS CATALOGUE WITH EVERY PURCHASE 



US SUPER ms 

INCLUDES FSU, / PAD St l 
SCARTLEAD 


£120 

(+ £7.50 P&P) 




ART OF FIGHTING 

£ 59-99 


(+ £1.50 P&P) 


ACTRAISERII 

£49-99 

(+ £1.50 P&P) 



SECRET OF MANA 

£54-99 


SUPER NES USA 


EMPIRE STRIKES BACK . £59.99 

CLAY FIGHTERS . £54.99 

BOMBERMAN & MULTI TAP . £59.99 

TURTLES TOURNAMENT FIGHTERS . £59.99 

ALADDIN . £49.99 

EQUINOX . £49.99 

AERO THE ACROBAT . £49.99 

ART OF FIGHTING . £59.99 

SUNSET RIDERS . £49.99 

MEGAMAN X . £54.99 

BUGS BUNNY RABBIT RAMPAGE . £54.99 

DAFFY DUCK & THE MARVIN MISSIONS .£49.99 

ZOMBIES ATE MY NEIGHBOURS . £49.99 

ROCK & ROLL RACING . £49.99 

COOL SPOT . £44.99 

SPELL CRAFT (RPG) . £49.99 

SECRET OF MANA (RPG) . £54.99 

7TH SAGA (RPG) . £54.99 

WORLD HEROES . £54.99 

JURASSIC PARK . £54.99 

STREETFIGHTER TURBO . £54.99 

MARIO ALLSTARS . £49.99 

ROCK\ r RODENT . £49.99 

GOOF TROOP . £34.99 

SHADOWRUN . £49.99 

LEGEND . £49.99 

BATTLE CARS . £49.99 

SUPER OFF ROAD THE Bj\JA . £49.99 

OPERATION LOGIC BOMB . £49.99 

MECAROBOT GOLF . £29.99 

IREM SKINS GOLF . £49.99 

WICKED IS GOLF . £49.99 

STANLEY CUP HOCKEY . £44.99 

BRETT HULL HOCKEY . £49.99 

NBA JAM . £54.49 

TECMO SUPERBALL . £54.99 

MVP FOOTBALL . £49.99 

NFL FOOTBALL . £39.99 

SUPER HIGH IMPACT . £29.99 

WORLD SOCCER . CALL 

PELE SOCCER . CALL 

NCAA BASKETBALL . £34.99 

20/20 BASEBALL . £49.99 

TOTAL CARNAGE . CALL 

SOUL BLAZER . £49.99 

SUPER PUTTY. . £49.99 

LOST VIKINGS . £49.99 

PINK PANTHER . CALL 

CLIFF HANGER . CALL 

UTOPIA . £49.99 

YOUNG MERLIN. . CALL 

UNDERCOVER COPS . CALL 

P.T.O. (WAR GAME) . £54.99 

MYSTICAL NINJA . £49.99 

E.V.O . £39.99 

ZELDA in . £39.99 

FINAL FANTASY H. . £49.99 

SUPER MARIO KART . £39.99 

ALIEN III . £44.99 

ROYAL RUMBLE . £54.99 

STAR FOX. . £49.99 

CYBERNATOR. . £39.99 

FATAL FURY . £39.99 

TINY TOONS . £39.99 

COOL WORLD . £19.99 

SKULJAGGER. . £19.99 

OUTLANDER . £19.99 

PO'WER MOVES . £19.99 

WARP SPEED . £24.99 

BLAZE ON . £19.99 


Our premises are bulging with games, so if you 
don't see what you want do not despair Just call! 

All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging - 



SUPER NES 


USA 


fji NEO-GEO 


ART OF FIGHTING . £59.99 

SENSIBLE SOCCER . £49.99 

J MADDEN 94 . £49.99 

STRIKER . £49.99 

LEGENDS OF THE RING . £49.99 

STRIKE GUNNER . £19.99 

ROAD RUNNER . £29.99 

MARIO IV. . £24.99 

STREET COMBAT . £24.99 

TOYS . £19.99 

WINGS n . £24.99 


WORLD HEROES II (146 megs) . £175 

FATAL FURY II (106 megs) . £175 

3 COUNT BOUT (106 megs) . £165 

ART OF FIGHTING (102 megs) . £175 

SENGOKUII (74 megs) . £165 

SIDE KICK SOCCER (54 megs) . £175 

\riEWPOINT (74 megs) ... £225 

BASEBALL STARS H (68 megs) . CALL 


OVER 100 USED CARTRIDGES IN STOCK 
RANGING FROM £55 TO £125 
Please Call 


• £famicqm "^Japa^^^ 


EMPIRE STRIKES BACK . CALL 

ACTRAISER II . CALL 

MYSTICAL NINJA H . CALL 

ART OF FIGHTING . CALL 

FATAL FURY H . CALL 

WORLD HEROES . £49.99 

STRIKER . £54.99 

ALADDIN . £54.99 

FINAL FIGHT H. £29.99 

SUPER SOCCER II. £29.99 

AXELAY . £29.99 



ATARIJAGUAR 

AWESOME 64 BIT CONSOLE -AVAILABLE LATE 
NOVEMBER . CALL 


NOVEMBER . CALL 

fi NEO-GEO ^ 

FATAL FURY SPECIAL (150 megs) . CALL 

ART OF FIGHTING II (150 megs +) . CALL 

TOP HUNTER (100 megs) ... CALL 

SAMURAI SHOWDOWN (118 megs) . £175 


HARDWARE 

SNES US CONSOLE . £120 + £7.50 P&P 

NEO GEO CONSOLE . £300 + £7.50 P&P 

NEO GEO USED CONSOLE . £220 + P&P 

3-D-O CONSOLE & CRASH & BURN . CALL 

ATARI JAGUAR CONSOLE . CALL 

NEO GEO JOYSTICK . £50 + £5.00 P&P 

NEO GEO MEMORY CARD . £20 + £1.50 P&P 

PATRIOTJOYPAD . £24.99 + £1.50 P&P 

JOYCARD . £17.50 + £1.50 P&P 

ASCii PAD . £22.50 + £1.50 P&P 

MORTAL KOMBAT PAD . £24.99 + £1.50 P&P 

TOP FIGHTERJOYSTICK . £59.99 + £5.00 P&P 

CAPCOM FIGHTING STICK....£64.99 + £5.00 P&P 

X-E6JOYSTICK . £29.99 + £5.00 P&P 

SMARTCARD JOYSTICK. . £64.99 + £5.00 P&P 

NEW CONKDRTER . £20 + £1.50 P&P 

TRI-STAR (NES TO SNES) CONIDRTER . CALL 

SCART LEAD US SNES . £17.50 + £1.50 P&P 

US JOY PAD . £15.00 + £1.50 P&P 

MULTITAP (UK & US) . £24.99 + £1.50 P&P 

PAL I BOOSTER . £29.99 + £1.50 P&P 



ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 

LOW LANE, HORSFORTH 

LEEDS LS18 4DF 

Please rush me the following 


CUT HERE 


NAME 


ADDRESS 


POSTCODE 


TELEPHONE NO. 


ITEM 

PRICE 

POST/P 

TOTAL 


























Please make cheques/PO’s 
payable to ZAP 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ □ 

Cheque Credit Card 


□ 

Postal 

Order 



Switchcards welcome. 

Please quote issue no. for Switch. 


Post and packaging - Games £ 1.50 - Handhelds £5 - Consoles £7.50 























































































































































































The sequel to this years console hit, and 
last year’s mega-arcade, Mortal Kombat 2 
is nearing completion. Midway, the 
makers of the digitised gore-fest are said 
to be aiming at a Christmas release (in 
America) for the new coin op which will 
feature both new characters and new 
moves for the existing MK stars. You 
uld even be able to take control of that four armed Goro gentleman, 
er where they got that idea from? 

re interestingly, especially if your name happens to be Acclaim, is that 
ay are now set to start developing their own range of console 
are. Launching their first titles in the new year this range will almost 
itely include Mortal Kombat 2. 


to be a goody an 
doubt Acclaim are 
so too. This time 
will be fooled by 
hype and if Mortal 
ombat 2 is anywhere 
near the 68 mark like its 

(Game Zone 11) 
you can be sure we’ll 
right on its case. 
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Crying Freeman Part 3 (Cert 18) hits the shop shelves this month along with 
fellow tri-quel Doomed Megalopolis: Chapter 3 (Cert 15). Freeman tells the 
tales of an everyday super¬ 
assassin who cries when he offs 
folk and the phrase ‘evil, vengeful 
wizard with a grudge against 
Tokyo’ should allow you to 
surmise the plot of Doomed 
Megalopolis. 

Freeman , as one the best series 
of Manga releases, hits better 
form than part two, but doesn’t 
even come close to the first 
installment and is worth checking 
out. Doomed Megalopolis is better 
than the previous episodes, 
concentrating less on plot and 
more on weirdo magic and 
spectacular effects. 

Both are a bit of barg at £8.99. 

We’ll keep you up to date on 
manga news next month so watch 
this this space. 
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More Mortal 
Kombat 2 


game zone 


143 Zelda 


The Flinstones 
Taito 


Spiderman 2 
LJN 


Golf 

Nintendo 


Super Kick Off 
Imagineer 


Race Drivin’ 

THIQ International 


Othello 

Nintendo 


Mickey Mouse 
Nintendo 


Kung Fu Master 
Nintendo 


FI5 Strike Eagle 
Microprose 


Alfred Chicken 
Mindscape 


Jurassic Park 
Ocean 


Mortal Kombat 
Acclaim 


Zelda - Link’s Awakening 
Nintendo 


Super Mario Land 
Nintendo 


Super Mario Land 2 
Nintendo 


Nigel Mansell’s World Champ 
Nintendo 


Lemmings 

Ocean 


Tazmania 


THIQ International 


Bart Vs The Juggernauts 
Acclaim 


Pitfighter 

THIQ International 


Chart compiled by 
Gallup © ELSPA 1993 
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Lethal 

Game 

Play? 



Nintendo of America is said to be getting a little bit jumpy at the imminent 
release of Konami’s coin op blaster Lethal Enforcers. The problem lies in 
the fact that the game will come packed with a replica light gun - called the 
Justifier - and the game play centres on blowing large holes in people with 
said fire arms. Obviously this 
directly contradicts 
Nintendo’s ‘Family Computer’ 
concept - unless the family 
question is Charles Manson’s 
or belongs to the National 
Rifle Association. The UK 
launch date (January 1994) is 
pencilled in, but as Konami in 
the US are advertising the 
Mega CD version of the game 
with the line “A Super NES 
game may be released” they 
too must have doubts too. 



renzy 


As the range of weird and 
wonderful new joypads 
available for the SNES 
grows by the minute, 
Tyco new Power Plug 
should offer an 
interesting solution to 
the problem of keeping 
up with the latest 
peripheral trends. This 
little black box sits 
between SNES and 
joypad and then adds all manner 
of imaginable extra powers to 
your standard joypad. Most of the 
functions it offers are ‘standard’ - auto fire, turbo fire, prerecord moves etc 
- but the real ground breaker is the steer option. This claims to turn a 
joypads micro-switch commands into a form of analog proportional data, 
meaning that now super smooth steering on driving games is possible. So 
instead of just reading ‘Left, Straight or Right’ it should now be able to snes 
how hard in one direction you want to turn, allowing more precise control of 
driving games. 

Just released in America this system has yet to reach the UK. When they 
do, we’ll take a gander and let you know if it’s worth the money. 




Super SFII 

characters go 

AWOL 

Gossip indicates that there were originally eight new characters planned for 
the arcade version of Super Street Fighter II. The tale goes that the T Hawk, 
Fei Long, Cammy and Dee Jay were only half of the new SFII crew but that 
this plan was scaled down when a rival coin op manufacturer poached 
most of the SSFII development. 

So who were the missing four peeps? Well, Game Zone can now reveal 
that after no negotiations at all, a deal was not signed to bring Colin Culk to 
Capcom’s latest face cruncher. Shame, ‘Culk you Ken’ would have made a 
great sample. 
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Japan games slump 

While still strong Japanese games sales have 
fallen short of projections in almost every aspect. 
Even the mighty SFII Turbo - which enjoyed 
brilliant first week sales - has seen popularity 
wane swiftly and is now available at virtually half 
price across Japan. Other big expected big 
sellers like Mario All Stars, The Legend of Mana 
and Crayon Shincan have been strong but far 
from stunning. The Mega Drive’s Jurassic Park 
and Ecco titles fared even worse. The PC Engine 
has suffered worst of all though, with copies of 
SF2 Championship Edition now selling for ¥2 600 
(£19) down from a massive ¥9 800 (£69) The 
downturn has been blamed on Japan’s economic 
recession and bad weather. 
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Everybody’s fave green guy has been named as 
a potential henchman for M Bison in a new SFII 
comic published by Tokuma in Japan. In this 
new manga epic, Blanka is said to want to join, 
Balrog, Vega and Sagat as the drug-dealing 
lung-thumpers side-kicks. 

So no more nice guy Jimmy then. And we 
thought that his abandoned rainforest/ankle 
bracelet/re-union story was so sweet. 


That Blanka, he can roll with the best of ’em, 
what a star he is and that and stuff. 
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The second coming of 
ninja... 



With Legend Of The Mystical Ninja finally receiving a British release 
through Konami - see the review on p.56, Goemon 2 (the sequel) is 
already out in Japan. Geomon and Ebisumaru are back in fine cat- 
collecting mode, this time taking on the evil western imperialist General 
MacGuinness. Yet again there are sub-games galore, this time 

including Konami’s 
Olde Shoote Upe 
Xexex hidden away as 
an arcade sub-game. 
Let’s hope it gets 
here a little sooner 
than Mystical Ninja 
did. Although it 
certaily looks worth 
the wait. 



No sooner has Riddick Bowe managed to dispose of his world title to 
Evander Holyfield than a SNES game based around ‘Big Daddies’ skills pop 
up. Boasting 25 ranked fighters who realistically age and even a range of 
taunts this sounds very smart. Shame about the timing but that can’t be 
helped, unless there’s a re-match. Repeat Or Revenge II anybody? 


Lester The Unlikely 



Gimps do not games heroes make. 
Or that was the rule. Lester The 
Unlikely may change all that. 
Bespectacled, scrawny and 
altogether wimpy, Les has to save 
himself from a fate worse than 
death using seagulls, ropes and 
other desert islandy type things. 

Oh and there are pirates too. And 
Lester always panics at the first 
sign of danger. Oh good. No UK 
release plans have been 
announced yet. Shame. Probably. 


Multi-media generation 

SFII is the name to drop on TV at the moment. In a recent survey by Media 
Research it was found that it received 44 mentions on telly and the radio, way 
ahead of Mortal Kombat’s 28 and Mario All-Stars 10. 

So remember, if you’re a celeb and you want to sound knowledgeable just say 
Turbo a lot and people will think you know your stuff, no doubt you can all expect 
Violet Andy and Dexter to jump on the bandwagon 

Double Game paks hit the shelves 

As revealed in Game Zone 12 Vol 2 K-Tel are moving into the games compilation 
business. They have unleashed a series of Sega twin packs to start with, which pair 
ageing games together for the price of a standard single cart - which looks like 
being a bit of a bargain. Nintendo packs are to follow, but the dates and games 
have yet to be finalised. 

This marks the first signs of a fledgling budget market for carts - let’s hope it 
continues - as massive sales of effectively ‘cheaper’ carts could lead the way to a 
fall in the price of new single game carts in the future. 
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Stallone makes a great departure and stars in an 
action pic, is he versatile...? Er no. 


Sly & 




out 


Sly Stallone’s comeback looks on track with his 
latest bulletfest Demolition Man. With more action 
than words it seems ideal fodder for the 
conversion from movie to game. 

Well feather me down with a knock, lookey hear 
Demolition Man has been signed by Virgin and will 
be out on Cart before the film’s out on video. 

Judging by the attention the film’s is getting 
critical review-wise ie one of our very own zoners 
telling us “It’s got a plot and it’s all right. No, 
really.’’ then hopefully the game will head in the 
same direction, we live in hope. 



Super Baseball 2020 

A major hit on the Mega Drive, Super Baseball 
2020 brings the idea of America’s sport, updates 
it and throws in a few futuristic cyber twists to 
create a wholly silly and wholly playable future 
sports sim. Robots with special powers make up 
your squad, mixing up jet-booted jumping and 
near MACH level pitching this is real fun - not 
that I’ve played the MD version, heavens no, it’s 
just that Sega Zone had it a while back, and it 
happened to be on one lunch time and I had to 
move the joypad back onto the desk and... 

Well look if it’s half as good as the Sega 
variant then Super Baseball 2020 on the SNES 
will be really rather good. 


dCert? 


The argument over the age classification of games is 
set to be resolved when the European Leisure 
Software Publishers Association (ELSPA) vote on the 
matter. At an Extraordinary Meeting they will decide if 
new games will carry age recommendations similar to 
those on videos. Furthermore some representatives 
will be pushing for codes of practice, which it is 
claimed is needed to keep the Publishers on the right 
side of the Video Recordings Act 1984. 

It isn’t just violence the 
publishers are worried about. 

After last Christmas’s epilepsy 
outcry they want to be seen to 
be taking serious action to make 
games as ‘safe’ as possible. So 
expect your new game paks to 
come crammed with very 
sensible advice like: use a 
small screen, keep the room well lit, take regular 

screen breaks...’ _ 

Game Zone will have the full story on the outcome of this 
meeting next month. As long as we’re allowed to tell you. And we’re not 
censored. And you’re over 18. 
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WEEKLY REPORT 

FORMATS TOP 40 CONSOLE 


RANK 

. TW LW 

WK 

TITLE 

PUBLISHER LAE 

1 

1 

9 

MORTAL KOMBAT 

VARIOUS 

2 

3 

10 

JURASSIC PARK 

VARIOUS 

3 

2 

3 

STREETFIGHTER 2 CHAMP. EDITION 

SEGA 

4 

6 

4 

ALADDIN 

VARIOUS 

5 

5 

8 

MARIO ALL STARS 

NINTENDO 

6 

4 

2 

FI 

DOMARK 


The Game 
Zone office is 
just packed 
with very 
similar and 
exciting pieces 
of paper to this 
one. We are 
the envy of lots 
of people, yes. 


Mortal Kombat tops 3m 

It is now officially the world’s best-selling video game ever during the first 
week of release, according to the Wall Street Journal. And while they may 
not know very much about games they sure know an awful lot about 
making money. And that’s just what Acclaim seem to have managed with 
their conversion of Midway’s vicious beat ’em-up. 

Now over 3 million units have found their way into shops world-wide 
(although that doesn’t mean that 3 million games have been sold to 
games players). 

In the UK charts it’s still top of the All-Formats chart, although Jurassic 
Park and Aladdin are now hot on its heels. On Super NES though MK looks 
to have peaked with Mario All-Stars and Street Fighter II Turbo claiming the 
top spot, and the recently released JP once again making a strong showing. 
Still in the run up to the busiest games buying period of the year MK's 
month long stranglehold on the number one position has to be applauded. 
Clap, clap, clap, clap... 




Looks like a great game doesn’t it? Ace Owonerare 
hmm, I think I’ll wait till it’s official though. 


Manga, sports games and DSP 
chips continue to grab our attention 
in the highly competitive Super 
Famicom market and Ace 
Owonerae has all three crucial 
ingredients rolled into a single cart. Join heroine 
Hiromi Oka’s trials and tribulations as a rising 
tennis star at Japan’s very own version of the 
high school in Beverely Hills 90210. 

For this is tennis with a twist. It’s possible to 
go for a straightforward session in the court or 
plump for the full foil you bid for the 
championship? What dark secret is the coach 


trying to conceal? Can the bickering West High 
team pull together, snatch victory from the jaws 
of defeat and catapult you onto the world stage? 
Telent’s programmers use the DSP chip to slap 
the screen about in a particularly hectic manner 
to help heighten the tension and keep you on the 
edge of your seat to the very end. The moment it 
even looks like popping over here we’ll have it 
reviewed - espescially for you. 

Published by: Telenet Japan 
Cart size: 8 megs + DSP chip 
Price: TBA 
Out: December 
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Aaaah, the Japanese make 
really cute coin op's and 
everybody loves 'em (part 1) 



Remember those crummy old 
crane machines at funfairs 
and seaside resorts where 
you pay good money to 
skillfully snatch a packet of 
stale sweets or, if you’re a bit 
spawny in the mechanical 
arm department, a rubbish 
cuddly toy? 

Well, these machines are 
incredibly popular in Japan. 
They’re called UFO catchers 
and come with an altogether 
more impressive selection of 
Even Brucie and his 


f 



Super 3D Baseball 


The real sport may be under threat in Japan from the rising wave of 
popularity for soccer, but baseball players are still Japan’s best loved jocks 
(I think he means sportsmen, not Scotsmen. Ed) after the superstars of 
sumo wrestling. Weighing in at an equally hefty £80, Super 3D Baseball is 
more expensive than most carts because it includes a fast DSP chip - like 
the one found in Super Mario Kart and Pilotwings - the beef up the action. 
In addition to this turbo performance, there’s the usual range of play 
options, teams and stadiums to choose from. 

Apologies to Jaleco about our lack of enthusiasm, it’s hard for the British 
to get excited about something that amounts to a deluxe version of 
rounders. (Speak for yourself. I can barely contain myself. Baseball, heaven 

that’s what I say. Ed.) 
Published by: Jaleco 
Cart size: 12 megs + 
battery back up and 
DSP 

Price ¥12800 (£80) 





If soccer is the J league 
then basebal must be the. 
well employing that logic 
you can call it what you 
like can’t you? 




Yujin 

Janjuga 



Perverts 
ahoy! Varies 
latest 
production 
boasts a trio 


of scantily clad 
schoolgirls in a set of 
revealing poses. It’s a 
good job they’re merely or 


we could end up on 
corrupting minors charges 
or something for printing 
pictures like this. These 
images are here to spice 
up a humble offering of 
mahjong, the closest our 
Chinese chums come to 
having a game of 
dominoes down the pub. 
A sort of strip mahjong. 
Published by: Varie 
Cart size: TBA 
Price: ¥8900 (£56)Out: 
November 



Shadowrun 


Back in the history of time, well in the future actually, a fine game called 
Shadowrun wended its way onto the Super Nintendo. Only it didn’t. The 
game made its way to the review stages and verily everybody did love it. 
But it didn’t appear on any shop shelves. Due to a global planning, 
simultaneous release strategies, the fall of the pound, the rise of the yen 
and Capricorn moving through Saturn release was delayed. Now it’s finally 


available. So, erm, you can buy it. At last. 

In case you can’t remember just why this release is so important here’s 
are the edited highlights of the review “Shadowrun is an excellent game, 
buy it. 90%”. 

There, but why are we making such a fuss over a game we reviewed 
back in the dark ages (well July actually)? Because Laserbeam Software 



are offering you the chance to win some quite splendid Shadowrun 
goodies to celebrate the eventual release of this rather nifty RPG. 

For one lucky role-player there is a copy of the Shadowrun on the Super 
NES, a 12 volume set of Shadowrun novels and the brilliant boardgame 
version of Shadowrun , DMZ (Downtown Militarised Zone) for the person 
who can come up with the best alternative meaning for the abbreviation 
RPG. Yes so it really stands for Role Playing Game, but what should it 
stand for? The most original, innovative and/or amusing meaning for the 
initials RPG will win someone this veritable Aladdin’s cave of Shadowrun 

goodies. The three 
next best entries will 
win themselves a copy 
of the first of the 
Shadowrun novels. 


Whack your entries off 
to Give Me Shadowrun 
NOW, Game Zone, 29 
Monmouth St, Bath, 
Avon, BA1 2DL before 
January 18/1/94, 
stating your 
suggestion, along with 
your name and 
address. 


■mHim 
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It’s Streetfighter II 
the video - hours 
of video watching 
fun, or possibly 
not. Still at least 
you know where to 
get it from now. 
Just imagine trying 
to work out the 
plot from a 
Japanese 
translation. Fun. 


Jap 


w bonanza 


P roject K have started distributing the very 
best (and most clinically insane) gaming 
related items in the UK. Unfortunately they 
can’t deal direct, only to the retail trade but it 
should mean that we will start to see the very 
best in Manga and games related goodies 
specialist stores soon. 

They sent us a huge pack of samples (which 
they’re not going to get back, cause they’re 
dead smart) including: 

A Street Fighter II video, Dragon Ball Z videos, 
some of the strangest stickers for SFII and 
sundry other fighting games and some of the 
niftiest and cutest lil’ models of games 


characters ever seen. The best of the best 
though has to be the ‘assemble-yourself’ Chun 
Li model. Complete with arms legs and white 
cotton knickers (she’s doing a side kick, I’m not 
being a perv’). 

If you fancy any of this, or any similar kind of 
kit, check out any independent games store. If 
they’ve not got what you want show them this 
and ask them to fax Hong Kong 852 6506526 for 
details. 

Jap charts 

Namco’s unexpected success with Prime Goal 
confirms Japanese sports fans simply can’t get 
enough footy. Will rival romps from Hudson Soft, 
Jaleco, Sony and the rest also make the big 
time? The sporty theme currently circulating 
though the charts continues with Classic Road 
and Winning Post. This curious couple 
concentrate on horse racing, another national 
obsession for Japs and Brits alike. A 
combination of RPG (How do you role play a 
horse? Ed.) and simulation game, Classic Road 
nimbly employs cartoon graphics interlaced with 
digitised footage of the real thing. 

Game Boy owners needn’t despair though, 
with its biorhythm based performance evaluator, 
King Records imaginatively titled Horse Racing 
is the perfect companion to a day trip to Ascot 


or Newmarket. 

However at 
nearly £40 for a 
one meg cart 
with battery 
backup, this 
unusual release 
doesn’t come 
cheap. By the 
way SLG stands 
for simulation 
game if you should 
spot it on the back 
of any Japanese 
import. Not to be 
confused with the 
beat ’em-up soon 
to be launched 
over here by 
Ocean, Ranma 
1/2 is another 
fantasy RPG 
based on the 
successful 
manga comic 
book by Rumiko 
Takahashi. Younger 
players bored 
waiting for Super 
Mario Land 3 on 
the Game 
Boy are 
turning to 
Bandai’s 

Crayon Shinchan 2. 

Imagine a video 
game based around 
the classic TV kids 
show Rainbow 

minus Zippy, George and Bungle. Which 
just leaves Rod, Jane, Freddy and 
Geoffery, still imagine it without them as 
well and you’re getting even closer still. 
All this imagining is a rather fruitless 
exercise, imagine aerobics without fruit. 



Battle Master 

Bearing an uncanny resemblance to a certain 
fighting game from the arcades, Battle Master 
is this month’s addition to the jumbo list of 
beat ’em-ups available on Super Nintendo. 
Let’s face it, this is Street Fighter II all over 
again. Wolvan is Blanka with bigger fangs, 
Altia’s blonde wig can’t disguise her Chun Li 
aspirations and Watts is a ringer for Game 
Zoner and part-time Guile impersonator Andy 
Butcher. Body could have been a male 
chauvinist ex-Para like actor Lewis Collins in 
70’s TV series The Professionals, but no, he 
turns out to be another Ryu. 

Published by: Toshiba EMI/System Vision 
Cart size: 16 megs 
Price: ¥9800 (£61) 

Out: November 


yes very rough and tumble. Yes yes you can all go 
home now gang I’m scared oow oow. ta ta. 






Aaaah, the Japanese make 
really cute coin op’s and 
everybody loves ’em (part 2) 


How about this for a 
laugh? Oh My God\ 

Is Tetris with 
coloured blobs 
instead of blocks. 
Manufacturer Altus 
reckon players will 
go ‘HA! HA! HA!’ 
when they see these 
blobs suddenly 
mutate into baddies 
and perform devilish 
acts. And, naturally 
enough, the truly bad 
blobs wear a cool 
pair of shades. 
Imagine, oh forget it. 
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'LACE ON 
GAMES 
STMAS. 

FAITHFUL) 


LET US 

IMTERTAIN YOU 

Hnini 


Mome Alone 

Was £-4-4.93 


The Mont for 
October 

Was £-49.99 


Soper IV/lerio 
All Stars 


Streetf ighter 
II Turbo 


SIM Propad 

Was £17.99 


YES 


Nintendo 


James Bond J 

Was £39.99 


The 


Gremlins 2 
New Batch 

Was £19.99 


rk 


Jurassic 


YOUR KIND OF 
GAME BOYZ! 

lsr^w3?F!i3 
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Home Alone 
New Vork 

Was £2-4.99 


t in 


Sneaky Snake 

Was £2-4.99 


fVlortal 

Kombat 


Logic 3 OB Po 
Adaptor 

Was £7.99 


HASTA LA VISTA 
AMIGA AMIGOS! 


Goal 

Was £30.99 


Lemmings 

Was £25.99 


Zool 2, Get 
Zool 1 FRE 


Jorae 




Soper Pro Zipst 

Was £1-4.99 


PLUS CD32 hardware and 
software in store now! 
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BUDGET 


O 


E 


Super value range of 
budget titles for Amiga, PC 
and Atari. 


THE LATEST /\ COMPUTER S VIDE 


Great gift ideas 
from Future Zone: 


IeIIM ;/ % 


Previous prices quoted apply in all our 
stores open for at least 28 days in 
the previous 6 months. All offers are 
available while stocks last. All prices 
and details correct at time of going to 
press, subject to change without notice, 
offer prices valid until 24/12/93. 


ENOUGH GAMES 
TO DRIVE YOU 
MEGA MAD! 


DRIVE 


Mickey & Donald World 


Road Rash II 

Was £39.99 


Streetf ighter II Spe 
ChampionshipiJf!Tr| 
Edition 


F.I.F.A Intern 
Soccer 


SG Propad 

Was £17.99 


Sega Mega CD and gam 
available. 


BE MASTER 
OF THE GAME! 


Tazmania 

Was £29.99 
Was £19.99 


Xenon 2 

Was £19.99 


Speedball 

Was £19.99 


Sonic Chaos 


GET INTO OUR 
GEAR NOW! 


EASY PC 


PC COMPATIBLE 


Lemmings 

Was £34.99 


£9.99 


Shuttle 

Was £39.99 


Jurassic Pa 


rk 


Premier 
Manager 2 


Logic 3 Speedmou 

Was £19.99 


Logic 3 Mouse 

Was £-4.99 


Future Zone is heaven on earth for computer and video games lovers. 
We’ve got all the latest in hardware, games and accessories with all the 
top names. There’s even a Test Zone where you can try out the games 
before you buy. So make sure you zap down to Future Zone this Christmas 
because there’s no place quite like it in the whole world. 


FUTURE ZO^E 




This Christmas don’t be a loser, get your copy of our Magazog - the totally crucial Christmas brochure, 
sponsored by Konami. Join our exclusive Zone Club and enjoy some wicked exclusive offers. 


We’ve got no less than 45 
excellent stores nationwide. 
To find out where your 
nearest store is just give 
this number a buzz. 












































































The FES was your chance to meet the teams. Quite 
why you’d have wanted to meet us is beyond me, 
but if you had wanted to pose a tough Nintendo 
question then we probably would have lied.To the 
right are the Amiga Format team. 


i I Even top notch programming folk 

* * I turned out for the FES. Like the 

Editors (No we don’t. Everybody else 
on Game Zone.) some of the world’s greatest games 
designers were on hand to answer questions (eg What’s 
the height of Mt Huascaran in hexidecimal?). Here are 
Bullfrog’s Peter Molenyux and Vivid Image’s Mev Dine, 
talking techno. 


Well if you were there 
you’ll know just how good 
it was. If you weren’t you 
missed out on the 
computer entertainment 
event of the year. Yep, 



the Future 
Entertainment Show 
has come and gone, 
but what exactly did 
go on? (He said, 
sounding more than a 
I little like a Rupert 
1 caption). Trenton 
1 Webb has the 
I lowdown on 
I who, when and 
1 why at the iWg 

J UK’s biggest 

games show. , » j 


rom the 11th until the 14th of 
November, the Olympia Exhibition 
Centre was taken over by the hardware 
and software manufacturers of the 
world. They came, they saw, they 
displayed all the latest games just for you (and a 
few thousand other folk). 

If you didn’t make it down there, why not? We 
plugged it hard enough in the magazine? If you 
did, did the Earth move for you as much as it did 

P for the winner of the National 

Games Championships or the few 
who made it on stage during the 
live GamesMaster challenge. If you 
missed out, here’s what happened. 
— 1 1 If you were, cut the 

^ v - following piccies out 

™ and stick them just 

*£]&* >'** after‘babies being ill at 

,> christenings’ section in 

the family album. 


Quite a few people attended 
the FES. On Thursday the average 
Swindon Town FC gate walked through 
the turnstiles, on Friday it was 
equivalent of Blackburn Rovers home 
match and Anfield on both weekend 
days. Strange really as the only footie on 


GamesMaster broadcast live from the FES 1 r f J 
on Thursday the 11th. Dexter and crew UwBlfeS 
were on hand to challenge, compete and cock up the 
GamesMaster’s challenge. Did you see this episode? Did 
you tape it? Was I on it? Was I as handsome as usual? 


display was EA’s FIFA Soccer. 


silly costumes Y us 

The costumed character brigade were out in 
force at the FES. In some Disneyesque way 
they are supposed to popularise the characters 
found in games, like Mickey does by walking 
around the Disneyland. Namely falling over and 
scaring (or should that be scarring) very 
small children. 


A sad looking blue thing. He’s supposed to be Sonic the 
Hedgehog, but let’s be honest, it doesn’t exactly do much 
to improve the image of Sega’s flagship roister doister. 
Ha (he said in a sad sucking up to large multinational 
beginning with Ninty kind of way). 



Zool and Zooletta enjoying a quite moment. Seeing our 
opportunity, the news hungry Game Zone crew dived in 
for a quick interview: 


GZ: Are you an ant? 

Zool: Got any sugar mate? 

Zooletta: We really like sugar. 

GZ: Erm... Mrs Z, was Zool 2 your first starring role? 
Zooletta: Well when I was a nipper I had a bit part in The 
Naked Jungle , then I was a stunt double in Them... 















No show report would be 
complete without an 
embarrassing pic of a 
software industry figure 
looking slightly foolish. We 
couldn’t find any really bad 
ones so we’ll have to make 
do with a shot of Andy 
Wright (European Marketing 
Manager of Sega Europe) 
with Mrs Aladdin. 


Nintendo were at the FES in full effect 
with over 100 Super NES machines up 
and running the very latest games - The 
Secret Of Mana, Goof Troop, Aladdin, 
Mario All-Stars and of course the ever 
green Street Fighter II Turbo. Splendid 
stuff and free. 

Curiously we suffered from SFII 
withdraw symptoms as bad as everybody 
else. So much so that James Leach, 
Editor of Super Play, felt obliged to hog 
one machine for hours on end - until he 
won a game. 


'& 



As per usual, there was fierce 
competition among the softies to 
have the biggest, bestest, 
brashest stand. US Gold took the 
prize for the most pointless (but 
most fun) attraction with their ski- 
drop. Supposedly it was there to 
celebrate their imminent Winter 
Olympics game, but we 
know that they never 
really grew out of 
sliders when they were 
kids. But then, neither 
did we. 


fUYMP? 


You see that stand, that’s 
your house that is! Well that’s 
our house actually. You could 
come along and buy 
magazines. So it was a bit like 
a newsagents. Only we didn’t 
have milk, or cigarettes... 


So now the parties over it’s time to do the 
hoovering, put all the CD’s back in their cases, 
mop the carpet where someone was a little ill. 
All there is to do is start planning for next year, 
when we’ll be having another FES, in another 
part of London with some more games, more 
softies, more stands and more for... 

Look I’ve had enough of this hype... I’ve just 
had a hard show, I’m tired, niggly... I want to 
go home... 


The national Computer Games Championship reached its 
conclusion at the FES. On Saturday the Semi-finals were held, 
with the finals following up on Sunday. The final head to head 
brought together Tony Brown of Newcastle and David Collins 
from Belfast. They were testing their skills on Overkill (Amiga 
CD32), Aladdin (Mega Drive) and Zool (Super NES). Tony turned 
out to be the victor and the winner of £10 000 in low 
denomination, non-sequential bills. David Collins didn’t do too 
badly, coming out with a mere £4000 to salve his bruised ego. 
Played sirs. 




It’s that 
damned 
chicken again. 
Yes, political 
failure and 
altogether very 
tall red thing 
Alfred was 
pushing his tri¬ 
format game. 
He did have the 
misfortune to 
mess with the 
well hard Cool 
Spot, who went 
on to kick 
seven buckets 
of ‘it’ out of 
Britain’s 
favourite piece 
of giant poultry 


Bubsy the 
Bobcat, what a 
guy. He’s fast, 
he’s got a wool 
fixation and he 
wears a 
particularly crap 
t-shirt. Doesn’t 
he just look like 
the lithe, athletic 
hero of the video 
game. No, he 
looks like a guy 
in a cat suit, but 
you can’t hold 
that against him. 


Sparkster, I’m not entirely sure what he’s doing here as 
he is a Mega Drive only character, but he does at least 
get the prize for the best Costume Of The Show. Note the 
trendy blue leggings, the fashionable use of Spandex... 
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Buy guns, buy special powers and then kill things. 


Attacked by Addams family stunt doubles our heroes panic. 





































outlines the behaviour of your 
computer controlled assistant - how 
smart they are, how fleet of foot they 
are and how likely they are to get 
stuck in. 


The Chaos Engine character 
descritpions are more than manual 
flannel. In two player mode it 
determines the weapons and speed of 
the players. In one player mode it 

w===| the brigand 

Not so much a brigand as git. A self-serving 
soldier of fortune he’s out for money and still 
being around to spend it. Happy to waste as 
many monsters as the Engine can produce, he 
will fight to get to all treasure and power ups 
before you do. Quite hard but a bit sly, the 
Brigand makes an awkward CPU partner. 





the navvy 

Your archetypal blue collar migrant worker of 
the Victorian age, the Navvy is strong of arm 
and weak of brain. But then shooting things 
doesn’t exactly require a high IQ. An ex¬ 
redcoat he uses a Shoulder Cannon and 
Dynamite as his main attacks, which while 
lacking subtlety is certainly effective. 




the thug 

The Elephant Man on steroids, the Thug is an 
enforcer for the mob. Your average everyday 
scurrying around London’s gas-light East East 
kind of deformed monster, Mr T Hug packs a 
shotgun and Molotov cocktails. A little dim and 
slow on his feet, the Thug is however distinctly 
hard to kill, being built like brick privvy. 





There’s something rotten 
in the state of Devon, but 
we can’t blame Trenton 
Webb for that. What we 
can blame him for is this 
rather foamy mouthed in- 
depth preview of the 
Chaos Engine. 

A n early ad for this game ran: “So 
good even that b**t**d Stuart 
Campbell likes it!!”. The ‘it’ was The 
Chaos Engine on the Amiga, the 
‘Campbell’ Amiga Power's hard-man 
critic. High praise indeed, but well deserved. The 
Chaos Engine confirmed the Bitmap Brothers 
stranglehold on the floppy games scene. Now, 
after testing the water with a conversion of 
Gods, they are turning their attention to the 
SNES. Good. 

what the dickens 

Amid the grimy gas-lit world of the late 
Victorian’s something has gone wrong. A mad 
earl has constructed a fearsome steam driven 
contraption, the Chaos Engine, which is tearing 
the world apart. Mercenaries are hired to breech 
the defences of Baron Fortescue’s South Devon 
Mansion and destroy the Engine. Cue a no-holds 


barred 16 level bullet fest. Two heroes - the 
maximum number who can slip into the grounds 
undetected - are sent on the ‘view from above’ 
shoot out. Their is mission to fight their way 
through each four level world, until they access 
the machine. Working as a team they must 
defeat the monsters created by the Chaos 
Engine and develop their fighting skills. 

It’s the teamwork motif that marks The Chaos 
Engine out as something a little special. As a two 
player game, it’s up to you to convince the other 
guy to share power ups sensibly. Played alone 
it’s up to the SNES - which guides the computer 
player in line with their personality. The CPU 
controlled Brigand will back you up when the 
Scientist will flee; but the Mercenary will steal 
power ups he can never use when the Thug 
would be too stupid to even notice them. 

These basic premises are far from the end of 
the story. Each of the six characters has 
potential for improvement - both in terms of 
weaponry and performance. New skills can 
bought at the end of every second level, allowing 
you to tailor them to suit your personal playing 
style. And you’re going to need both of your 
characters to be on top form, if this diabolic 
device is to be destroyed. 

you old trollope 

The Chaos Engine draws for inspiration on some 
classic games: Robotron, Smash TV, Total 
Carnage, Gauntlet and even has disturbing 


the scientist 

Not so much a white coated egg-head as a 
Frankensteinesque mad-man, the scientist 
prefers a lightening rifle to the more traditional 
gun. Which means he doesn’t kill things very 
quickly because it’s a bit crap. With shields 
and monster freezing as special powers 
though, this isn’t as bad as it may first appear. 


the gentleman 

More of a pen pusher than a bullet catcher, the 
Gent isn’t the hardest of the six soldiers, but he 
boasts some interesting special skills - 
Mapping, Monster Distraction, Monster 
Repulsion and Party Wide Power ups. He was 
also a high-school track star, which means he 
can also run away faster than the other five, 
which can’t be a bad thing. 


the mercenary 

The team leader. Using the 19th Century 
equivalent of that really smart mini-gun they 
used in Predator, a Gattling cannon, he’s not 
really the best good person to mess with. His 
special attacks reveal a disturbing fondness for 
dynamite - Bomb And Ground Mines - as well 
as a finely honed appreciation of what it can 
do - first aid. 


similarities to Konami’s recent Zombies. Viewed 
from above the characters are smallish and 
scurry around, running towards gangs of bad 
guys blasting with everything they’ve got, then 
scooping up all the goodies they’ve left behind. 
The Chaos Engine, isn’t just another overhead 
shooter and looks to have learned some 
important lessons from those that have gone 
before, with the additions and tweaks 
gamesplayers have been gagging for. 

Smash TV vainly tried to replicate the two 
joystick arcade machine in a bid to make 
changing direction and shooting easier. The 
conversion’s compromise almost worked. The 
Chaos Engine employs the shoulder buttons to 
facilitate fine adjustment of the direction you’re 
blasting in. One touch of either L or R knocks the 
character through 45 degrees removing the risk 
of running into bad guys during close quarters 
combat. A simple but effective solution to the 
need to turn and fire fast. 

Like Total Carnage the ground screen scrolls, 
freeing you from the claustrophobic single 
screens of Robotron and Smash TV. Total 
Carnage followed a fixed route though, nudging 
you along with the scroll, only stopping for fights 
with an end of level guardian. In The Chaos 
Engine, while the route is set - specific keys are 
needed to open specific doors - it’s more free 
form, allowing you to double back, often passing 
through the same location many times. 

Gauntlet’s multi-player action and monster 
generators were the recipe for some truly 
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Now that’s what I call firepower. Give me ten men like that and I’ll run and hide. 


Who did what? The end of leu 


chaotic and desperate blasting. The Chaos 
Engine borrows these elements heavily, with the 
enforced ‘two player mode’ and the holes in time 
out of which the Engine’s demonic horde 
tumble. Only careful crossfire and tactical use of 
the scenery will see you through. Only unlike 
Gauntlet, which posed with RPG trappings but 
offered no character development, here you can 
make yourself stronger and your partner smarter 
- so they choose better targets and see danger 
far faster. 


pitt the middle one 

The combination of classic gamestyles, allows 
The Chaos Engine to concentrate on play - 
rather than trying to teach you a complex new 
system of controls and attributes. There’s no 
time limit in which levels have to be completed, 
so the natural tendency is to start off slowly, 
using the screen furniture for cover and only 
moving when you’re fully backed by your 
number two (number two’s, snigger). By the 
middle of the level though life always starts to 
get a little hectic as the monster waves become 
swarms, your guns barely powerful enough to 
fend them off. 

The Chaos Engine, for all it’s plotty title, isn’t a 
large steam machine under the cellars of 
Fortescue Mansion, but the game itself. As the 
bullets start to fly, you just have to start ducking 
and diving, nicking in for treasure, saving that 
last special attack for a last ditch stand. 

As the weapons power up, kicking in with 
greater power on each shot, so the monsters 
slowly become tougher; either taking more shots 
to kill or swarming in greater numbers. The 
stakes are slowly raised as both you and your 
henchman’s skill improve until you’re left with a 


lightening fast gunfight. 

The special powers sway the balance slightly 
in your favour. Picked up as tokens during the 
game or bought as extra, these offer either help 
you (Map, First Aid, Monster Repulsion, Monster 
Freezeing) or hurt them them (Dynamite, 360 
degree shots, Party Wide Power ups, Air Bursts, 
Molotov Cocktails etc). Where and when you use 
them is the key to success. Dynamite and 
Molotov’s can be hurled from the high walkways 
of level two onto the monsters you’ll soon be 
fighting below; the 360 shot, is only effective 
when you’re on open ground so all the bullets 
have a chance of finding a target. Party wide 
Power Ups, along with Monster Scarers and 
Freezers only last for five seconds, so you’re 
going to have to capitalise on their effects. 

As most of the specials are found ‘In-Country’ 
you have to risk dying to get them in the first 
place. Typically as the monsters blip into non¬ 
existence they deposit either cold cash of power 
ups at their feet. All you have to do is walk over it 
to collect it. Simple? It would be if there weren’t 
other beasties hot on the heels of the one you’ve 
just nailed, and the treasure didn’t vanish scant 
seconds after the monster fades from the 
screen. Money’s important for the development 
of skills, specials are important for survival. But 
are they important enough to risk taking that last 
hit for? You have to decide instantly when the 
Chaos Engine kicks into overdrive. 


i’m all right Jack, pull 
up the ripper 


On computer the Bitmaps have a certain graphic 
style, as distinctive as their finely honed play 
styles. Relying on soft metallic colours - none of 


In the beginning there was Xenon. A slowish 
ship changing shoot ‘em-up that while a little 
awkward had a certain style. Next came the 
Rollerball meets Ice Hockey sim Speedball. 
People seemed to like the blend of futuristic 
face-punching fun. 

Xenon 2, Cadaver, Speedball 2, Magic 
Pockets and Gods followed as the Amiga 
continued to reign supreme over the British 
games scene. Thejr rock star status made 
them regulars in magazines and allowed 
them to coerce the likes of Betty Boo to work 


on custom soundtracks for their games. 

The Bitmaps also tried to change the way 
that their games were published, banding 
together with coders like Sensible Software 
to to form their own label. They called 
themselves Renegade and have produced 
some of the very finest computer games of 
the last two years (hint: you’ll find a 
Renegade logo at the front of Sensible 
Soccer, reviewed p.60). Can these computer 
stars make it in the even more cut throat 
world of console games though? Gods was 
converted over to the SNES and was a minor 
hit. The Chaos Engine is the crunch. 


el screen shows how ‘busy’ each mercenary has been. 
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Aha! The old cower behind the fence trick! 
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CAME BOY 


UBI SOFT Ltd. 
Finchley House 
707 High Road 
North Finchley 
LONDON N12 OBT 
Tel: (081) 343 9055 


Original 


Nintendo*. 
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player, split 
Jr screen display 

• 3 modes of play - 
Free run, practice and 
World Championship 

16 tracks, 7 car designs 
and 14 named drivers 


Choose your car and driver for the 
perfect race 


The famous track at Monaco has 
many chicanes and a tunnel as 
shown by the dotted lines 


5 ways to customize you 
car (breaks, tires, 
suspension, wings and 
transmission) 

• Save your favourite 
car settings as well 
as your best 


Customize your car’s features to 
suit course conditions 


r a ilable on, 


The best 2 player FI driving 
simulator available on the SNES 
and GameBoy (up to 4 players can 
play on the GameBoy if you own a 
4 player adaptor) 


LICENSED BY 


MONACO 
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DC MONACO 
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Licensed by FOCA To Fuji Television. Super Nintendo: 1993 Human Entertaiment Inc. GameBoy: 1993 Varie Corporation 1993 Ubi Soft. Nintendo 
Super Nintendo , Game Boy entertainment system, the Nintendo product seals and other marks designated as "TM" are trademarks of Nintendo. 
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your harsh chrome here - golds and silver are 
used to create the Victorian gaslight feel. 

The characters and the decor add to the Jules 
Verne feel, with monsters in the true Victorian 
vain and the weird machines classic Heath- 
Robinson meets Frankenstein affairs. Sparks 
leap ala Peter Cushing movies, the guns are 
archaic (although highly effective) and the 
interlude screens are the kind of monitor HG 
Wells would have felt at home using. 

Excellent music, crafted by long-time Bitmaps’ 
Muso Richard Joseph, and sampled speech, 
crank up the pressure. The action gets more 
urgent throughout each level as the hits start to 
mount and the monsters look less like stopping 
than ever. The music and the effects in the 
background slowly up the aural ante, daring you 
to hurry when a clear, cool head is called for. 


disraeli gears 

The Chaos Engine looks and feels every bit as 
good as its computer variant, better in fact as 
the second time coding has allowed the Bitmaps 
an opportunity for some fine tuning. The SNES 
joypad allows far more control of the special 
powers than a single button joystick. The 
shoulder buttons have been drafted in to help 
directional problems and the characters are 
slightly larger. Together they make an already 
tight game that much more finely balanced. II 
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gear box 
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Out: March 

Publisher: Microprose 

Price:tba 
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apart 


The 

Baron’s 
mansion 
has been 
spilt into 
four 

different 

chaotic 

worlds. 

Each has 

its own 

deadly 

array of 

monsters, 

hazards 

and 

design. 
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Once the gardens of Fortescue Towers were front 
page news* but now they have been hideously 
warped by The Chaos Engine. Now molten earth 
spews out acrid gas, rock golems and deadly 
lava globules. 

All the locals have been turned into elephantine 
groutesques who are asking to be shot by a passing 
mercenary with no moral conscience. Forests, rocky 
wastes and swamps characterise this evil place. 

*Chatterly’s Horticultural Gazette 23/5/1864 
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Estate agents would have described Fortescue 
Mansions as compact and bijoux. But then they 
always say things like that. In fact the house was 
once a grand palace where the mad Baron held 
degenerate parties. 

All good things have to come an end though and 
now the Engine has wreaked havoc with the interior 
decor. Now it’s cracked and broken, providing an 
excellent hunting ground for the monsters within. 


.|v. 

*•11 . 


V- * < 


This where the Baron developed the Chaos Engine 
and it looks the part. Filled with iron walkways and 
gantries, it’s a Dickensian workhouse nightmare. 

Built into a mountain, huge rock out crops and 
steam pipes criss-cross this maze-like environment. 
The Workshops were built to detain the scientists 
and to keep them from guessing the full scale of the 
Baron’s plans. It is not a very nice place at all. 
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The Chaos Engine is hidden in the bowels of 
Fortescue Mansion, forcing the adventurers to go 
downstairs if they are to stop the damnable 
machine. Sewer-like, stagnant waters sits in 
puddles, but wet feet are least of your worries. 

The dim light offers predators good cover and 
cannot help but make even the bravest of warriors a 
little bit nervy. A state of affairs that isn’t helped- by 
the hum you can hear as you get closer to the 
engine itself. 




















Jonathan Nash has some 
good news. He’s 
managed to find that 
episode of The New 
Adventures Of Mighty 
Mouse he thought he’d 
lost. No, hang on. 



Some sort of vehicle going into a pipe. 



Some sort of purplebloke standing on a rock. 
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Mario is a star. He is so clever and not, for example, crap. 



T here’s no denying that Nintendo is 

very chummy with the SNES. “How are 
you feeling?” the minty Ninty enquires 
of its charge, fluffing its pillows and 
stirring it a cup of nutritious soup. 
“Everything all right? Fancy another advertising 
campaign?” Meanwhile, the NES sort of hangs 
around in the background looking slightly 
forlorn. Well, NES, look forlorn no longer. For 
Nintendo have taken you out of the cupboard 
and given you a good dusting down and are 
preparing to back you to the hilt all over again. 
(Hurrah. A NES.) 

Nintendo have decided to lop large numbers 
off the price of the NES, with the result that you 
can now buy a ‘pack’ (a big cardboard box 
containing the machine and a game doubtlessly 
starring Mario) for the arm thrown theatrically 
across eyes low price of £30. That’s t-h-i-r-t-y 
pounds. What else could you buy for t-h-i-r-t-y 
pounds? (Another NES ‘pack.’ A reader.) 

Exactly. And the advantage of such an 
investment (of t-h-i-r-t-y pounds) is that you’d be 
able to buy any number of the vast range of 
usually quite excellent NES games. (After all, the 
machine’s been around since 1982, so 
programmers have had plenty of practice in 
order to get things right.) Better still, the prices 
of these games have also been cut. You can now 
buy a NES game for as little as five pounds. 

What else could you buy for five pounds? (A very 
small part of a bathroom suite. And it probably 
wouldn’t work. A reader.) Exactly. And just 
because the games are cheap, it doesn’t mean 
they’re going to be crap. Some of them are, but 
there you go. Such is life. 

No, the price cuts can only be ‘good things.’ It 
will mean more people buying a NES, more 
people buying NES games and more publishers 
sticking to producing NES games to satisfy the 
new demand for buying more of them. Hurrah. 
Yes, I think that sums it up nicely. Hurrah. 

some best ever games 

So you’ve got your new NES (for t-h-i-r-t-y 
pounds). But what should you be looking out 
for? Here, in no particular order, is the almost 
certainly definitive Game Zone list of the 20 best 
ever NES games. Hurrah again. (And be sure to 
check the fantastic prices on offer from a certain 
shop chain at the end.) 


micro machines 

Imagine a realistic driving game. Now forget it, 
because realistic driving games are petty things. 
Instead imagine an absurdly fast, embarrassingly 
playable overhead scroller where you race tiny 
cars around breakfast tables and tiny boats 
around the bath without having to go brrrmmm 
or watch them get eaten by the dog. That’s 
Micro Machines. 

super mario bros 3 

We detest Mario. We loathe the blighter. We’ve 
got a toy Mario which is hanging from the ceiling 
because it seemed to justify the odd way his 
tongue was sticking out. Mario is not a character 
in a game. Like Sonic, Mario is a product, all 
commercial slickness and attractive familiarity 
with a rabid fear of innovation or, indeed, change 
of any kind. Super Mario Bros 3 is still a top 
game though. Allegedly. 

mega man 3 

He’s mega, he’s a man, he’s, er, well, actually 
he’s Rockman but they changed the name. The 
game’s a sort of leaping about affair with sweet 
graphics and a horrible range of weaponry. And 
quite possibly the toughest boss monsters of all 
time if you discount Richard Jaeckel, who wasn’t 
that tough and not very much of a boss monster 
at all. 

legend of zelda 2 - 
adventure of link 

Zelda is some sort of elf. Link is another sort of 
elf and has to win through this justifiably famous 
action-packed and statistic-free RPG in order to 
save Zelda, who’s been kidnapped (probably). 
Excellent stuff, rather like Texan bars except you 
can’t get them any more. 


star wars 

Undoubtedly the best licence ever except for the 
NES version of Super Best Licence Ever and 
we’re making that up. It’s got platform bits, 
shoot ’em-up bits, an RPG bit (apparently) and 
synthesised speech so clear, you’ll think you’re 
in the film (not really). 































new Zealand story 

No list would be complete without a cute 
platform game, except for a list carefully 
designed not to include a cute platform game, 
and this is no exception to, er, whatever I was 
saying. New Zealand Story is actually a damn 
fine game that happens to have cute graphics, 
so with a bit of effort we’ll manage not to hold 
them against it. Loads of variety, dozens of 
tricksy secret bits and a fantastic giant whale 
boss thing which you have to defeat by leaping 
down its throat. Smaaaart, or even smmmmart. 

castlevania 3 

Have you ever hankered after a sort of 
Transylvanian beat ’em-up with whips and 
vampires and dungeons, hugely different levels, 
atmospheric monsters and ladels brimming with 
playability? Well, you could do worse than invest 
in a copy of Castlevania 3. You could, for 
example, wrap textured wallpaper around your 
head until you could no longer breathe. 

solar jetman 

A sort of cross between Thrust and Cyberun, 
Solar Jetman sees you zipping around a 
gravitationally accurate cave network, searching 
out extra bits for your ship in order to make it 
more powerful and entirely less crap. The control 
system is a real ‘challenge’ or maybe ‘bast’, but 
it’s rewarding and fun. Sort of a shoot-’em-up 
with physics, really. 

battle of Olympus 

Involving adventure game in graphics - hence 
the term ‘graphic adventure game’ - that sees 
you adjudicating a local badger stroking contest 
and uncovering the secret of the lost tribes of 
Vernon. Or maybe it’s all to do with Greek gods 
and battles. Only you, the public, can decide. 

low g-man 

There’s this short government agent, right? And 
he’s sent to arrest Machine-Gun Kelly. And Kelly, 
terrified of the guns being waved at him, shouts 
“Don’t shoot, low G-man. Don’t shoot.” No, 
actually it’s a platform game that looks fairly 
ordinary but soon grips you with the aid of the 
gameplay and some grips. 

boulderdash 

The best one-player socially interactive game 
there is. Boulderdash is the original digging 
game, where you have to scoop through screens 
and screens of earth, grabbing diamonds and 
avoiding monsters without bringing a rockfall 
down on your head. The mind-wrenchingly 
complex and Bond villain-unforgivingly harsh 
puzzles have brought together many a happy 
couple through communal suggestion and 
fighting and things. 

snake, rattle and roll 

Spot-on 3D sort of eating game with snakes. It’s 
a bit of a strange turnip (you’re chasing ‘vicious 
nibbleypibbleys’ and the like) but a highly 
playable strange turnip, and the skewed 
perspective adds greatly to the off-kilter flavour 
of the whole thing. Playing a snake and crawling 
round eating things and falling in lakes has never 
been so much fun. 

dynablaster 

Or Bomberman by any other name provided it’s 
not Oliver. Only two players can join in with this 


one, sadly (unlike the four player SNES version) 
but still a rollicking good chase-around-a-maze- 
and-blow-people-up game. Can we say 
rollicking? (No. Ed.) 

battletoads 

The idea with Battletoads seems to have been to 
cram in as many game styles as possible without 
bursting the cart. Interestingly, the programmers 
failed in three cases out of ten, which is why if 
you buy the game it is vitally important to check 
the seals on the cartridge before plugging it in. 
Lots of beating ’em-up is complemented by 
some flying around on things sections, vertically 
scrolling levels and the infamous zoom along on 
a scooter bit, plus several other sections we’ve 
forgotten. They’re dead good though, as is 
the game as a whole. On the whole. No, as a 
whole. Whatever. 

probotector 2 

The shoot ’em-up to end all shoot ’em-ups 
(mainly due to the large number of nuclear 
explosions that take place). A chap in a giant 
robot suit plods around and destroys everything 
in sight, with impressively chunky graphics and 
continent-spanningly addictive gameplay all the 
way. Obliterating the planet in a fireball storm of 
doom has never been so much fun. 

elite 

Topper than the top of Cosmo Topper’s top hat, 
Elite is one of the best games ever. It’s a huge 
space trading/shooting game which has you 
flitting about the galaxy buying and dear, or 
preying on cargo ships as a pirate, or dealing in 
narcotics and slaves and attracting the attention 
of the police force, or saving the universe from 
alien invaders. There’s a lot of flying around 
doing nothing, but that’s life, isn’t it? 

dropzone 

It’s Defender, isn’t it? Like they say in exclusive 
boutiques, “If you need to ask the price, you 
can’t afford it.” Except we’re talking about 
gameplay, not the price. “If you need to ask what 
Defender is, you shouldn’t be playing Dropzone,” 
that’s what we’re saying. “But you should play it 
anyway just to be on the safe side,” we’re 
adding hastily. Because we’re like that. 

bucky o’hare 

We’ve got to be honest here - we’ve never 
played Bucky. But apparently the old Geezers 
loved it to bits. And who are we to doubt their 
word? It’s a sort of platform game with puzzles 
in it, and it’s astoundingly good. Apparently. 

solstice 

Isometric 3D arcade-adventure (a bit of a first on 
the NES) with lots of fantasy-based graphics and 
people with silly names. To be honest, not as 
good as the best of the hundreds of similar 
games available on home computer, but still very 
funky, and a complete barg for a fiver. 

tiny toon adventures 

Straightforward platform antics, but you’ll not 
find such a platform game more playable or 
polished. And isn’t the cartoon great? Okay, they 
have a crap sentimental show now and again, 
and sometimes they hire animators under the 
Equal Opportunities For People Who Just Can’t 
Draw At All scheme, but the gags are fab, and 
the ‘Anvil Chorus’ episode was terrific. 


As we were putting this feature together, it 
suddenly occured to us that it might be a 
good idea to find out if these low-price 
games were actually going to be on sale in 
high street shops. At that convenient 
moment, a representative from J*hn M*nz*es 
abseiled through the window, mentioned 
J*hn M*nz*es a lot, dropped off a list of 
available cheap NES games and left as 
mysteriously as he had arrived. 


Battle Of Olympus 
Captain Skyhawk 
Gumshoe 
Hogan’s Alley 
Low G-Man 
Quantum Fighter 
Solstice 
Wild Gunman 


Boulderdash 

Pinbot 

Rescue 


Blue Shadow 
Burai Fighter 
California Games 
Digger 
Duck Hunt 
Eliminator Boat Duel 
Excitabike 
Four Player Tennis 
Isolated Warrior 
Maniac Mansion 
Marble Madness 
Nintendo World Cup 
Punch Out 
Road Fighter 
Silent Service 
Solar Jetman 
Stealth ATF 
Super Spike Volleyball 
Swords and Serpents 
Time Lord 

Days Of Thunder 
Double Dragon 
Dragon’s Lair 
Gauntlet 2 
Iron Sword 
Kung Fu 

Snake’s Revenge 


Bad Dudes 
Legend Of Zelda 
Kickle Cubicle 


a pause for cynicism 

So if Nintendo can make a presumably healthy 
profit on a £4.99 NES cart, how do they justify 
prices of up to £65 then? Eh? Eh? 










Here’s a tasty offer. 

As soon as you open a NatWest Card Plus 
account you get a £10 voucher , plus £20 worth of 
money-off vouchers into the bargain.* 

So you’ve got a real chance to go mad on 
HMV’s enormous range of records, videos, 
computer games and other accessories. 

You immediately get a Cashcard too, so you 
can pick up money when you need it from our 
impressively wide network of NatWest cash 
machines. 

Even better - any money in your account 
earns interest for you, and 
there are no bank charges 
for cash withdrawals, 



cheques, standing orders or direct debits. 

If you’re over 16, you can also apply for a 
cheque book and a Servicecard. This guarantees 
cheques up to £50 and carries the highly useful 
Switch logo. 

It all adds up to an excellent first bank account. 

To apply just fill in the coupon and take it, 
with some ID (like a passport or birth certificate), 
to your nearest Branch. 

Call free on 0800 200 400 Monday to Friday 
8.00am to 8.00pm, 

Saturday 9.00am to 
6.00pm. 

We’ll give you 

an account you can really get your teeth into. 


Call us free on 

0800 200 400 

Monday to Friday 8.00am to 8.00pm 
Saturday 9.00am to 6.00pm. 


If you would like to open a NatWest Card Plus account, 
take this coupon to your nearest NatWest Branch 


Name_ 

Forenames 
Address_ 


Postcode 


Accounts must be opened by 18th March 1994. 

Ref No. 61273 


A National Westminster Bank 

We’re here to make life easier 


* Offer applies while stocks last. The £20 worth of HMV vouchers expire on 18th September 1994. National Westminister Bank Pic, 41 Lothbuiy, London EC2P 2BP. 
































Patrick McCarthy 

A Reviewer Posing as a Dead Fish 

“Well, it looks as though it’s pointless 
asking me, because I seem to be a dead 
fish floating unhappily in a bowl of water. 
This is fun, isn’t it chums?” 


Following last month’s 
decorating antics 
(Hilarious and inspiring - 
Ray Cooney.), gamedom’s 
favourite family has been 
settling in nicely, even 
though the house seems 
to consist entirely of a 
view through a window 
and one room that fades 
into nothingness at either 
end. This looks like an 
opportune moment to 
spring the Question Of 
The Month: What is the 
secret of the universe? 


Trenton Webb 

An Editor 

“The secret of the universe, eh? Sorry. The 
Secret Of The Universe, eh? Well well. Bit of 
a poser, that one. Hmmm. I’d say obliquity. 
Yes. All things considered; obliquity.” 


Adam Peters 

A Reviewer 

“My great-grandfather spent years pursuing 
The Secret. At last he was ready to pass it 
on to his son, but he was Scandinavian and 
so didn’t understand a word. Hurdy ho.” 


Andy Butcher 

Another Reviewer 

“Well, it turns out to be a US military 
establishment that’s been breeding super- 
intelligent rats for use in biological warfare. 
No, that’s the Secret of NIMH. Blast.” 

















family 



A Lampshade 

A Not Duncan MacDonald 

“It’s a funny old universe. For example, up 
until yesterday I was a desk. Then - foot! - 
I’m a lampshade. What does it all mean? 
Who knows? Still, you’ve got to laugh.” 


Jonathan Nash 

A Staff Writer 

“Right, listen, I’ve found out something big. 
Something really big. They’re on to me, but I 
think I lost them with that last bus ride. The 
Secret Of The Universe is... aaarkk. Bleugh.” 


Nick Aspell 

An Art Editor 

“In a finite universe, there are things that do 
not exist. Ergo, in an infinite universe, 
everything exists. Therefore it must follow 
that, er, er, sorry, I've lost my thread.” 


Simon Kirrane 

A Deputy Editor 

“Universe is the aggregate of all humanity’s 
consciously apprehended and 
communicated non-simultaneous and only 
partially overlapping experiences. Still, eh?” 


















super empire 
strikes back 


A long time ago (1977), in a galaxy far, 
far away (er, Britain), lots of quite 
eventful things happened. Which of 
these events people around in 1977 
remember largely depends upon how 
old they were at the time. If you were an old 
biddy back then, you’ll probably remember ’77 
for the Silver Jubilee, standing on a street corner 
with a plastic Union Jack to celebrate Liz 
Windsor’s 25 years of garden parties and 
waving. If you were a teenager that year, your 
lasting memory will probably be the punk rock 
explosion, safety pins through noses and the 
Sex Pistols. But if you were a kid at the time (like 
me - I was seven) your main memory of the year 
will undoubtedly be the cinema release of Star 
Wars, the film for which the term ‘blockbuster’ 
was first coined. It did the business in a way that 
only Jurassic Park has done since. 

Even though the third and (we thought) final 
film in the Star Wars series, Return of the Jedi , 
came out a decade ago, the merchandising 


landspeeder has kept on rolling. Star Wars Gold 
is this year’s most popular bubble-gum card 
collection in the States, and Super Star Wars has 
been wowing the SNES-owning masses here in 
Blighty since the Spring. And now we get the 
chance to savour the second game in the series, 
Super Empire Strikes Back, based (as you would 
expect) on the second film in the series. 

The Empire Strikes Back is most critics’ 
favourite of the three movies. There’s more 
action than in the other films, plus a love story 
(Han Solo getting the hots for Princess Leia), a 
baddie turned good (Lando Calrissian) and a 
small squidgy alien (Yoda). The film starts off in 
the frozen wastes, progresses to a jungle, pops 
into a few aluminium buildings, and of course 
there’s loads going on in deep space. Lots of 
different settings for the umpteen separate levels 
that go to make up Super Empire then. Look 
around a bit and you’ll find a box containing 
some facts and figures on the game to impress 
your Uncle Alfred with. Once he’s suitably 


In the past there was 
Super Star Wars. In the 
future there will be Super 
Return of the Jecli. But 
right here, right now, 
there is Super Empire 
Strikes Back. Adam 
Reters is going to review 
it. Just you see if he don’t. 

overawed, bedazzle him further with these on- 
the-spot reports from some of the different 
game locations... 

the frozen wastes 

Johann the ski-instructor: Hello, you crazy 
people. I am Johann, your wild and crazy ski- 
instructor. Knock, knock. Who’s there? Ho, ho, 
ho, your crazy English humour is killing me. Any 
questions? 

Game Zone: Urn, yes. How much skiing can we 
expect on the beautiful snowy planet of Hoth? 
Johann the xenophobic stereotype: None. No 
skiing, but much walking and some riding on the 
crazy, crazy space kangaroo. 

Game Zone: Is walking dangerous? 

Johann the character who says ‘crazy’ a lot: 
Most certainly, you crazy magazine, you. When 
you walk on ice you will slip and slide, for sure. 
There are many deep holes with spikes that will 
kill, so it is necessary to jump with great care 




SHIELDS »l 


The view from the dangerous glass bulge. 


It’s a Transformer, I think he’s lost, he’s also a car. 























and much speed. It is good, I think, is it not, that 
Mr Skywalker is wearing brown trousers. 

Game Zone: Are there any other dangers? 

Just plain Johann: For sure. There are many 
creatures that live in the snow. There are the 
space boars, the space porcupines, and the 
space pterodactyls that fly above. Also, many 
strange plants will pop up, like toasts in a 
toaster, causing great harm. 

Game Zone: It also sounds terribly daunting, 
Johann. Is this environment really suitable for 
a beginner? 

Johann with cheese: For sure. This place is the 
first which will be visited, so it must be expected 
to be not difficult for the novice in the bobble hat 
with his name on it. To succeed with ease, it is 
necessary to jump often, to leap the many 
animals and obstacles that give danger. The big 
ball of snow will be hard to dodge, for sure, but 
to destroy one will give much extra energy. 
Game Zone: OK. Thank you very much, Johann. 
Johann with ham and pickle in a sesame 
seed bun: Ha, ha, ha, ha, you people are crazy, 
for sure. 


the rebel base 

Kate Aidie: A few hours ago, Imperial 
Stormtroopers launched an attack on this rebel 
stronghold, overpowering the rebel forces and 
taking control of much of the base. (A mortar 
explodes behind Kate, killing several passers- 
by.) Unconfirmed reports have been circulating 
that a lone rebel sympathiser - Han Solo, 35, of 
no fixed planet - is fighting back against the 
invaders, using whatever weapons he can find to 


battle the heavily-armed Imperial forces. His 
colleague - a Mr Luke Skywalker from the former 
planet Tatooine - is thought to be deeper within 
the complex, possibly accompanied by a space 

Outer space is really, 
really, terribly big. 
Imagine the biggest 
thing you can possibly 
imagine, and outer 
space is even bigger 
than that. Probably, w 

kangaroo. (A heavily-armed sphere flies past, 
shooting the sound man.) There is talk of 
heavily-armed flying spheres and giant 
mechanical spiders running amok within the 
complex, though it is uncertain as to whether 
these rumours can be taken seriously. (A giant 
mechanical spider eats the cameraman.) What is 
certain is that, with gun-crazy Imperial troops on 
every corner and a building collapsing all around 
them, Mr Skywalker and Mr Solo have definitely 
got their work cut out here. (The building 
collapses.) This is Kate Aidie, for Game Zone , in 
the rebel base. 

outer space 

Patrick Moore: Outer space is really, really, 
terribly big. Imagine the biggest thing you can 
possibly imagine, and outer space is even bigger 
than that. Probably. 

Game Zone (materialising in a cheap special 
effects way, and talking in horrible squeaky 


tit 


voice): Hello GamesMaster. 

Patrick Moore: Hello there, young top quality 
monthly Nintendo magazine. Would you like to 
sit on my lap? 

Game Zone: Er... no thanks, GamesMaster. 
Patrick Moore: Have you got a question for 
me? 

Game Zone: Yes, GamesMaster. 

Patrick Moore: Out with it, then. 

Game Zone (nervously): OK. In Super Empire 
Strikes Back on the Super Nintendo, the whole 
game is set in outer space, really, isn’t it? 

Patrick Moore: Oh, you are stupid aren’t you. 
Game Zone: Yes, we are. Especially Simon. 
Patrick Moore: Outer space is the big empty 
void between the planets, and very little of this 
game is actually set there. Most levels are set on 
other planets, which are no more ‘outer space’ 
than the Earth. Only one stage is set in genuine 
deep space. Your task is to negotiate an asteroid 
field, and this level is very different to the others. 
With a gun turret eye’s view of the wide black 
yonder, you move your sights around the screen, 
despatching missiles and fireballs to destroy any 
asteroids or enemy fighters that get in your way. 
It’s all fairly basic stuff, but makes a nice change 
from platform hopping. 

Game Zone: That’s not the only 3D action going 
down, though, is it? 

Patrick Moore (in a huff): I never said it was. 
There are two other 3D stages, both set in the air 
above a planet, both featuring neat Mode 7 
effects. In the first, you must destroy AT-AT 
walkers (giant mechanical donkeys) as your 
landspeeder bobs up and down above the hilly 
terrain. The ‘Approach to Cloud City’ level is a 
personal favourite, as you set about destroying 




That boar was stolen from Asterix and tarted up. 


“Look R2 stop bugging me or I’ll unplug you.“ 


Uh oh it seems like the bad guys have discovered the evil that is marbles. 
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Hit him Luke hit him with your shiny stick, and when you’ve done that run away. 


It’s Star Wars as filmed by Quentin Tarantino. 
























enemy craft in your X-Wing fighter, both above 
and below some swirly pink clouds. The 
landspeeder stage isn’t too tricky, but the X- 
Wing one is. 

Game Zone (in even squeakier voice): Thank 
you, GamesMaster. 

the leafy Jungle 

David Attenborough: Here, in the deep, dark 
jungles of the planet Dagobah, there are many 
strange and unusual creatures to be found. 
Come with us as we leap from branch to branch 
and giant fungus to giant fungus, admiring the 
lush green landscape. Here we can see space 
crocodiles, large flying toadstools and fire¬ 
breathing flowers (strong stuff, this Dagobahan 
wine). The ardent adventurer, afraid of plunging 


to his doom elsewhere, can breathe easily on 
Dagobah, where all that awaits him at the end of 
his fall is a river in which space piranhas swim 
free. This may sound forbidding, but an explorer 
who keeps jumping will survive this jungle with 
barely a scratch. Oo look, those flying toadstools 
are mating. Quick! Close up on camera one. 

the factory floor 

Tim the revolutionary socialist: Hello, this is 
Tim McTrotsky on the factory floor... 

Game Zone: Get up, before someone trips over 
you. 

Tim (standing up): I have risen up, as indeed 
the proletariat shall. 

Game Zone: Um... so what’s going on in the 
Ughnughungnughaut factory then, Tim? 


Tim: Ughnaught. There is revolution in the air 
here. The little people are fighting to be free. 
Game Zone: But aren’t the ‘little people’ (pink 
elves with faces like bottoms) on the side of the 
evil Empire? 

Tim (checking notes): Um, so they are. The tiny 
terrors are spreading fear and hate with their 
guns and their hard-to-shoot-at small frames. 

But let’s not worry, the valiant Red Army are 
amassing, ready to defeat the Dwarves of Death 
in the name of the people. 

Game Zone: Er, the Red Army aren’t in this bit. 
And anyway, they’re just the ordinary Imperial 
Stormtroopers cunning disguised with red paint. 
Tim: Oh. So who are the goodies here then? 
Game Zone: That bloke from Patriot Games and 
the monkey. 

Tim: Well they haven’t got a hope, have they? 
Even leaving aside the enemies (small ugly 
things, big ugly things, medium-sized ugly 
things), there’s danger lurking with every step in 
the factory area. Pools of fire. Sinking platforms. 
Difficult jumps from sinking platform to sinking 
platform or else a plunge to the death; usually 
the latter. 

There are traps, floor-mounted guns, ceiling- 
mounted guns, flying guns, killer vacuum 
cleaners... You see by this stage, it really has 
started getting very difficult indeed, and you 
can’t relax for a moment. I give them twenty 
seconds. Up the revolution! 

Game Zone: Thanks, Tim. Now back to the 
studio where our new campaign for more 
European readers appears to have backfired as 
horribly as it could have, oh dear... 


facts and figures to impress uncle alfred 


Number of separate stages: about 20 
Number of locations: 13 
Modes of transport: You’re on foot for a 
whopping 72% of the game, with 7% spent on 
the back of a space kangaroo. Of the 21 % of 
the game that’s spent in vehicles, 11 % comes 
as viewed from behind 3D, with 5% in cockpit 
view style, and 5% as a horizontal-scroller 
(comme R-Type). 

Characters: In the bits where who you are 
matters (on foot or space kangaroo), these are 


the percentages of time for which you’ll be in 
command of each person: Luke Skywalker 
67%; Han Solo 20%; Chewbacca 13%. 
Complete (we think) list of levels: Hoth 1 
(inc Hoth Cave), Hoth 2, Rebel Base 1, Rebel 
Base 2, Rebel Base 3, Hoth (3-D), Asteroid 
Field (3-D), Outside Walker, Inside Walker, 
Dagobah 1, Dagobah 2, Dagobah 3, Cloud City 
1, Cloud City 2, Ughnaught Factory, Carbon 
Freezing Chamber, Approach on Cloud City (3- 
D), Reactor. 


TROUBLED BY THE UMCERTRIH 

FATE OF HAM SOLO. THE REBELS 
NARROWLY ESCAPE THE IMPERIAL 

FORCES OH BE3PIM... 

...and find refuge on Bestationary before settling on Bespinabitthenstop. 



















Cue manicurist joke (no. 3) please. Tee hee. 

the game zone office 

If you’ve played SuperStar Wars, you’ll know 
what to expect from Super Empire. The graphics 
are snazzier, there’s a far larger selection of 
monsters, the characters have garnered some 
extra abilities, but everything follows the same 
pattern as the first game. The main thread is a 
platform game, but just to make sure this 
doesn’t get boring, there are a couple of 3D 
levels thrown in, and in some of the levels you’re 
in control of different characters (Han Solo, 
Chewbacca) with different weapons and abilities. 
Luke picks up some extra abilities himself for the 
last few levels. 

The difficulty level is pretty much spot-on. The 
stages are fairly short (there are a lot of them, 
remember), and you should progress further 
each time you play, even if it’s just a few yards 


“Use the Dark Side Luke”, “I don’t even like Pink Floyd” 

further. There are three difficulty settings, so 
even once you finish on the ‘wimpy’ setting, 
there’s still plenty of challenge left. Two reasons 
for much joy are the password option (which 
means you won’t get bored of continually 
playing through the early levels) and the 
selection of weird end-of-level bosses that, 
whilst tough, are definitely killable. Hurrah! 

The game pretty much follows the plot of the 
film, but with more different monsters thrown in 
than any film’s latex budget would stretch to. 
This variety of monsters, together with vastly 
differing graphics and hazards across the levels 
(the graphics, as you can see, are awesome), 
means that your interest is always going to be 
maintained, even within the basic platform 
formula. Dead enemies leave behind extra health 
and power-ups that can really crank up your 
firepower and life expectancy. The combat is 


Look at that blue shimmery sword, look look. 

neat, with a finger on the ‘R’ button enabling you 
to aim your weapon in any direction. Add Luke’s 
ability to block shots with his lightsabre, or 
Chewie’s spin attack, and you get a game that 
could stand its ground as a simple walkalong 
kill-em-up. With all the intricate and varied 
platform-hopping thrown in, plus the smooth 
shoot ’em-up action of the 3D levels, you end up 
with a game so polished you can see your face 
in it. 

Super Return of the Jedi is due next year, and 
work has already begun on the script for the 
fourth movie, due out in 1997 (Star Wars' 20th 
anniversary). 

It seems as though The Force is likely to be 
with us for a long time to come, and if it’s 
responsible for any more games of the quality of 
this one, you won’t hear many complaints from 
Planet Game Zone. ■ 



in the first Rebel Base stage. He 
then pops back for a couple more 
pay cheques towards the end of 
the game. 

Weapons: Mr Solo has a big gun. 
It’s more powerful than Luke’s 
weedy little gun. He can also pick 
up grenades (don’t try that at 
home, kids) and chuck them 
whenever he feels particularly 
unruly. 

How high can he jump?: As high 
as Lukey Baby, but he does it 
quicker and with a much more 
stylish mid-air somersault. 

Not to be confused with: Michael 
Barrymore. 


Chewbacca 

Han Solo’s best mate, which gives you an idea 
as to how sad Han Solo is. Chewbacca has 
flowing brown locks that have flowed a bit too 
far, covering his body. He’s a space monkey 
type bear type thing, and looks like the result 
of an accident at a rug factory. 


Appears: You control Chewie for a couple of 
stages late in the game, sandwiched between 
two Han Solo levels for a large chunk of Luke- 
free play. 

Weapons: A big gun shooting jets of flame, 
plus his dreaded ‘spin attack’, whereby he 
pirouettes round and round like a ballet 
dancer on extra strong coffee (which doesn’t 
seem to achieve very much). 

How high can he jump?: As high as Han can, 
man. 

Not to be confused with: Bungle from 
Rainbow. 


Fantastically engrossing and 
varied platform game, with funky 
Mode 7 flying bits as an added 
extra. This is Super Star Wars with 
go-faster stripes, and Super Star 
Wars went at Mach 2 to begin 
with. Just about as 
much fun as 
you’ll have 
with a Light 
Saber. Buy. m 
Buy. Buy. M 


that's you, that is 


Luke 

Skywalker 

Star Wars was basically 
a remake of Flash 
Gordon, so it’s no 
surprise that the hero 
has flowing golden 
locks. Mark Hamill 
played Skywalker in the 
film, before going on 
to... erm... 


• ' When?: You control 

Lukey for pretty much all of the game, which 
is as it should be. He is the star, after all. 
Weapons: Loads. You can toggle between 
lightsabre and blaster. The sabre is best, 
inflicting much damage, deflecting attacks, 
and killing many a foe, until the batteries run 
out. The blaster has a longer range, though. 
For the last third of the game, Luke can use 
The Force for increased power, invulnerability, 
and more. (Limited uses, of course.) 

How high can he jump?: Quite high. 

Not to be confused with: Jason Donovan. 


3 m 


Han Solo 

The housewives’ favourite, 
this roguish bounty hunter 
was played in the movies by 
Indiana Jones (Harrison 
Ford). Has flowing brown 
locks. 

When?: Han makes an 
appearance quite early on, 












cool 

spot 

Film licence games 
are as old as the 
hills... base a cart 
on a popular movie 
and it’ll sell 
bucketloads, even 
if the game is crap. 
But now there’s a 
new phenomenon, 
i.e. games based 
on consumer 
goods. The idea is 
that if a person 
enjoys the game 
sufficiently, they’ll 
be brainwashed 
into buying the 
product. But will it 
work? Let’s get 
lemonade hating 
Duncan MacDonald 
to review Cool 
Spot and see what 
happens. 




He’s a Cool Spot he’s cool and spotty, just 
take a look at him. 



T here’s been a McDonald’s Hamburger 
game (ironic plot: McDonalds are 
trying to clean up the world... ahem). 
And there’s been a Cheesy Whotsit’s 
game too (no plot at all: simply a 
puzzle game in which Cheesy Whotsit adverts 
appeared between levels in an attempt to make 
you rush to the shops and buy fifty quidsworth of 
the stuff before continuing). And now there’s this 
7-Up game, and the plot is as follows: er, it’s a 
pure and simple, bog standard, not pretending 
to be anything else platform game. 

The twist, however, is that you control the 7- 
Up logo, Cool Spot. (Yes, I know the 7-Up logo is 
Fido Dido, but that’s over here in Europe - in 
America it’s Cool Spot, okay?) The story is as 
follows. Er, there are loads and loads and loads 
of different looking levels, loads and loads and 
loads of different looking nasties, and loads and 
loads and loads of things to pick up. You run 
and jump about. Yes, like I said, it’s a platform 
game. Unadulterated, but with an animated 7-Up 
logo in it. 

but is it a good 
platform game? 

It’s a bit early in the review to come any lengthy 
or defined conclusions about such things, but 
what the hell. Yes, okay, I admit it... Cool Spot is 
a good rather than an average or a crap platform 
game. Happy now? 

so why is it good? 

For a platform game to be even half way decent, 
there have to be several things in evidence. For a 
start, the controls have to be simple - and they 
don’t come much simpler 
than in Cool Spot. Walk 
left, walk right, jump and 
fire is the name of the 
game here: even old 
granny Alzheimer and the 
Thicky Twins could get to 
grips with that. Secondly 
there’s the difficulty 
curve... a good platform 
game has to start out 
easy and draw you in before hitting you with the 
nightmare stuff. Cool Spot does this correctly, 
meaning that you’ve seen enough before your 
first major failure to know that you want to start 
again and try to see more. Thirdly there’s the 
question of continues. As you’ll know, it’s quite 
nice to be offered infinite continues because it 
means you can see the end of the game. 

Unfortunately it also means you finish the 
game on the very same day you bought it, which 
means you’re then extremely annoyed and want 
your money back. In Cool Spot, however, there 
are just three lives - and if you want more, you 
really have to earn them. Next up comes the 
size, look and layout of the levels. In Cool Spot 
we’re onto another winning formula, because not 
only do the levels differ in size (from small to 
massive), but they all look totally different, 
require slightly differing platforming skills, and 
have hidden bits you could very possibly miss (if 
you weren’t paying enough attention - or weren’t 
willing to take any risks). 

so it’s all fine and 
dandy... 

Yes, the all important gameplay component is 
intact: we’ve got the nicely paced learning and 
addictiveness curve, the simple controls, the 
stingey amount of lives and the varied levels. But 
there’s more good news to come. Let’s have a 
look at (or a listen to) the sounds. Nice spot 


effects (no pun intended) and heaps of mildly 
funky background tunes which you’ll want to 
leave on rather than turn off. 

Now onto the graphics. To get an idea of the 
backdrops, all you need to do is look at the 
screenshots. Nice, aren’t they. They’re all 
chunky, colourful, and everything’s easy to make 
out. But how about the animation on the sprites 
and whatnot? Well, the various nasties have had 
a fair amount of time spent on them - but not so 
much that you’ll have seen nothing of the like in 
many other good games of the genre. Let’s call 
them just above average and have done with it. 
However, we now move onto Cool Spot himself, 
and this is where the artists really busied 
themselves... probably making loads of extra 
money in the process by staying back late and 
working overtime. 

Cool Spot moves like a dream, and has loads 
of little ‘idiosynchracies’ programmed in. Keep 
the joypad working, and he’ll walk in an 
entertaining manner, jump in an entertaining 
manner and shoot his gun in an entertaining 
manner. Leave him alone, though, and he’ll do 
whatever he wants. Like take his shades off and 
give them a quick clean, for instance. Or get his 
yo-yo out and start chilling to the groove (as 
Patrick Moore once said). He’ll do other things 
too. Yes, Cool Spot, we are forced to conclude, 
is a very cool spot indeed. 

but isn’t ‘cool’ a bit 
naff in the ’90s? 

Well yes frankly it is. Being coo! is not about 
strutting your stuff or exuding cool it’s about 
being cool without actually trying to. The coolest 
people around (and there is no obvious standard 
now that this subject 
has become so... 
subjective) are people 
along the lines of: 

Kate Moss the non- 
super super model, 
River Phoenix the non¬ 
living lifestlye hero and 
Ian Wright the non 
scoring goal scorer. 

For all thes people less 
is more but not so for Cool Spot, but the thing is 
being hip like him in the same way as him is to 
take the idea of coo! to its logical conclusion, 
hence we have Cool Spot the non cool spot. 

right, i’ll buy some 7- 
up then 

Whoooaahhh! Just because the character Cool 
Spot is a kicking geezer is no reason for you to 
stop drinking Vimto. And just because the game 
Cool Spot is a slicingly good platform caper is 
no reason for you to stop drinking Happy 
Shopper Crazy Cola, either. At the end of the 
day, this game, while being well above average 
in all departments, is also no ground breaker. If 
you’ve got one of the many already excellent 
SNES platform games available, then you’re 
going to find nothing in Cool Spot to make you 
sit up and go ‘wow, I’ve never seen anything like 
that before’. You’ll find the proceedings 
thoroughly enjoyable, admittedly, and you’ll also 
find them very pleasing to the eye. Which is all 
Cool Spot sets out to do, I suppose. So the 
company behind 7-Up (and their various 
conglomerates) have succeeded. It’s a case of 
boo on one hand and hooray on the other. 
Basically, if you’re a platform nut, own only the 
best examples, and want more of the same, then 
Cool Spot represents a fine addition to your 
collection. If you’ve got too many platform 
games already, then maybe you’ll be slightly less 
interested. Whatever. It’s down to you. H 


...just because the 
game Cool Spot is 
a slicingly good 
platform caper is no 
reason for you to stop 
drinking Happy 
Shopper Crazy Cola...” 
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Those revolving red spots are some of the best animated red spots ever seen on a SNES. 


COOL 




It’s a full out all onto 
crab attack situation 





Duck! No sorry. Duck, look a duck - amazing isn’t? 


Sea’s in surf's up and crabs are dancing in boxers, If this isn’t cool then what is? 
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Shells on the beach, pretty sea a rollin’. Oh and look an advertisement swirling in the 
sky. thgis is Chertsey isn’t it? These things happen in Chertsey. 


logos that would make good game 
characters 


(1) Pepsi Cola 

You play a superstar 
singer/dancer and you have to 
bounce around platforms, 
headbutt blocks, collect the 
‘dollar’ icons that are then 
revealed, and then ‘bank’ the 
dollars at the giant Pepsi logo 
you’ll find at the end of each 
level. However, there are some 
invisible ‘lawsuit’ icons hidden 
amongst the blocks as well. 
Touch one of these and you are 
plunged into a secret level where 
you have to avoid the ‘painkiller’ 
monsters. Touch too many of 
these and all the end-of-level 
Pepsi Cola logos will disappear, 


and it’s game over. You’ll have to 
start all over again. 

(2) British 
Nuclear Fuels 

A platform romp in which Earth 
is a radioactive inferno, and you 
(British Nuclear Fuels Man) have 
to leap about all over the shop 
spraying everything in sight with 
your ‘anti-radiation’ ray. You 
then have to find the hidden 
Magic Medical Boxes, and use 
them to cure everybody of 
leukemia. (So it has a similar 
irony eliment when compared to 
the McDonald’s game then? Ed) 
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Life’s not all jumping and fighting, Cool Spot still finds time to listen to music. 


That's Sean Connery's 
yacht in the 
background, if you 
squint you’ll see him in 
the window. 


ingers to keep your red 


Well he hasn't taken that very well has he, humph. 


As a cynical marketing ploy to up 
the sales of 7-Up, Cool Spot 
probably hits the mark twofold... 
mainly because they’ve actually 
managed to produce a first rate 
platformer into the bargain. Much 
as I’d like to despise 
this for its 
brashness I 
still feel it’s a 
good game, 
but nothing 


Ding. Ding. Ding... dingdingding. Ding. Ding. Ding... dingdingding heeheehee wipeout. 




























teenage mutant hero 




Another beat-em-up on the SNES? Tim Tucker wearily loads the cart while 
boning up on the special moves. Within fifteen minutes he’s in another world. 


Donatello’s awesome Bo Thrust is a highly satisfying The Headspin attack is not quite so deadly, but pretty “Grouwcaw”, shouts Donatello, when what he’s actually 

move, and a hellish experience for your opponent. powerful, especially if the opponent is dazed. trying to say is Ground Claw. It looks like this. 


The innuendo-laden Endless Screw move, which Using the same control as a Dragon Punch for Ken of 

involves our hero spinning wildly with swords aloft. Street Fighter II, this is Leonardo’s Roto Cutter move. 


Leonardo’s fireball attempt is known as the Shining 
Cutter, and Shredder’s just about to taste it. 


Michaelangelo hits Wingnut with the Dragon Breath, a Far from attempting to climb up an invisible rope, this is Dynamite Bomber is over stating the case a little, 

deadly combination of garlic and spicy tomatoes. in fact Mike’s Rising Thunder. Very Dragon Punch, eh? Basically, he rolls towards the other guy and hits him. 


Raphael’s Chest Buster move. It all depends on how tall Ah yes, the good old Jamboree, which loosely translates It looks like he’s levatating on his back, but really he’s 

your opponent is, as this looks like a Head Buster here. as “hurling fireballs at an unsuspecting foe.” Loosely. in the middle of the aptly named Power Drill move. 
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Master Splinter’s abductors have been 
found, and it’s your job to seek revenge. 
And set Master Splinter free of course, but 
mainly just to get revenge. 


Armaggon gives it to War. We can’t say 
where, because frankly his anatomy is little 
short of baffling, but we can at least be sure 
that it hurts somewhat, and be done with it. 


Is It just me, or is Aska 
extremely attractive? I know, 
It’s worrying Isn’t it? I mean, 
I’d already fallen for Chun-Li 
and Cammie, and now this. 


You can't see properly here, 
but the guys In the 
background appear to be all 
dressed as Spiderman. One 
can’t help but wonder why. 


T his is all a bit strange, isn’t it? A few 
years ago, four seemingly ordinary 
amphibians, with an unusual gift for 
martial arts and eating pizza, exploded 
onto an unsuspecting public. For many 
of us, it seemed just a matter of time before they 
found their way into yesterday’s trash, right 
alongside the Rubik’s cube, pet rocks and 
Cabbage Patch dolls. But, confounding our 
cynicism, the fab four just went from strength to 
strength, with movies, a television series and 
ubiquitous merchandising deals cementing their 
growing reputation. By the time they made the 
historic milestone that was Sergeant Peppers’ 
Lonely Hearts Club Band, they had firmly 
established themselves as the hottest combo in 
the Western cultural world (er, I think you’re 
getting a bit confused here. Ed.) 

love, love, love 

Beat ’em-ups appear on the SNES with alarming 
regularity, all with one goal in mind - matching 
the phenomenal achievements of that game 
(he’s talking about Street Fighter II. Ed.) As with 
all great things, the secret of its success has 
proved elusive. A mixture of superb sprite 
animation, luscious colourful animated 
backdrops, appealing characters, quick fire 
action, unprecedented control, stomping sound 
effects and above all immaculate gameplay has 
ensured that the beat ’em-up throne has 
remained the exclusive domain of that classic 


from Capcom. That is, (and I hardly dare say this 
for fear of the uproar) until now. 

Everything’s fallen into place with this game. 
Whereas other new contenders are forced to 
convince us of the attraction of a new set of 
characters, with their oddball special powers 
and dubious origins, TMHTTF (not a great 
acronym, but it saves time) has the already 
familiar Turtles and other characters from their 
bizarre world. Familiarity makes it easy to forget 
that these characters are 
wonderful - full of life, 
packed with attitude and 
possessing a slightly 
surreal cuddliness, like no 
other fictional super 
heroes before or since. 

Even better is their high 
suitability for the genre. 

They’re ninjas, for goodness sake, this is what 
they’re meant to 

do - fight. The Turtles were made for beat ’em- 
ups, and this beat ’em-up was just made for the 
Turtles. They all look excellent too, with great 
animation and wonderfully varied backgrounds 
complementing it all to great effect. It’s a 
visual feast. 

The characters are well varied, too. Whereas 
most beat ’em-ups feature thinly disguised 
versions of basically the same character (Mortal 
Kombat), or thinly disguised but inferior versions 
of Street Fighter ll’s characters ( World Heroes), 
TMHTTF has a whole new cast, with special 


moves that suit each one perfectly. The 
gameplay springs to life as a result, because 
fighting each character really does require 
different strategies. The special move controls 
are generally derivatives of Street Fighter ll’s 
fireballs, sonic booms and dragon punches, but 
this is a good thing, as SFII fans will feel 
immediately at home with the control system. If 
anything, it’s easier to control, and you’ll find the 
joypad gorgeously responsive to your wishes. 

There are two game 
speeds to choose 
from, both faster than 
the original SFII, and 
the faster one 
matching SFII Turbo 
for pace. Konami have 
sussed that combos 
are one of the keys to 
great gameplay, and you’ll soon find yourself 
getting to grips with the huge number of fighting 
combinations available at searing speeds. 

So far then, we’re looking at a game which is 
in the same ballpark as SFII. But, Konami being 
Konami, the story wouldn’t be complete without 
the obligatory “nice touches”, and TMHTTF is no 
disappointment. As you would expect, there’s a 
one player tournament mode, where you enter 
the competition as any one of the ten characters 
available. The whole thing is organised as a sort 
of American games show martial arts 
tournament, with the prize being immense 
amounts of cash, and the idea is wonderfully 


Can it possibly be 
true? Is there finally a 
beat ’em-up that’s 
better than Street 
Fighter If? ” 



































































So. Those characters in full, or, then 






Leonardo is another Turtle 
only he wears blue things. 


Donatello is obviously 
member of the Turtles 


Chrome Dome, who has, it 
has to be said, a shiny head. 


Aska. Phwoar, eh lads? 
Sorry, that’s not right is it? 


Armaggon, a bit of a fishy 
character (ho ho). 


M 




Wingnut is a seriously 
strange being who can fly 


War. Wonder what Death 
and the others look like 


Cyber-Shredder is an old- 
time foe of the Turtles. 


Raphael has red things on 
and carries sharp knives. 


Michaelangelo’s possibly 
the most pwerful Turtle. 






realised, with an almost Smash TV type tongue 
in cheek-ness about it. 

There are eight difficulty settings, and 
although finishing on level 0 is a bit of a breeze, 
the higher settings are a real challenge that 
should keep even the hardest beat ’em-up freaks 
going for a while. Then there’s the obligatory Vs 
Battle, which pits two players against each 
other, and as we all know, the two player mode 
is where it’s really happening. Nigh on endless 
fun is to be had thrashing a good friend to within 
an inch of his miserable life. 

It’s in both these modes that Nice Touch 
number one crops up. Just below each fighter’s 
energy bar at the top of the screen is another 
bar, called the ultimate attack gauge. This is 
empty at the beginning of the fight, but as you 
start hitting your opponent it fills up. When it 
reaches full, you can utilise your ultimate attack 
move by pressing the X and A buttons together. 
Each character has his own ultimate attack 
move, a spectacular and often fatal display of 
power, such as flying fireballs or a wave of 
intense energy. 

This deserves a place in my book of 
excellence (available from most major stockists) 
for two reasons - first, it’s a devastating effect, 
and bound to wipe the smile off your opponent’s 
face as he or she tries vainly to avoid the 
impenetrable force of your power (you’re really 
into this, aren’t you? Ed), and second, it 
encourages you to attack. If you hang back and 
defend all the time, as some poncey wimps 


seem to insist upon doing, your power gauge will 
never increase, and you’ll never get the chance 
to use your ultimate weapon. So get in there and 
start pummelling, for goodness sake. 

Nice Touch number two is the inclusion of a 
third mode, Story mode. This is a one player 
game, but centres around the Turtles’ mission to 
rescue April and Splinter, discover the secret 
behind their enigmatic captor, Karai, and 
generally save the day and all that. As you 
progress through the usual bouts, you get closer 
to rescuing your friends and meeting the ultimate 
enemy. Depending on the difficulty setting you 
get a different course of events, and you don’t 
get the chance to fight Karai unless you play on 
the higher skill levels. Far from being just another 
mode, this incorporates something which so 
many beat ’em-ups lack - a genuinely exciting 
one player mode. Nice one, Konami. 

love is all you need 

Can it possibly be true? Is there finally a beat 
’em-up that’s better than Street Fighter II? One 
thing’s for sure - if this was up against the 
original SFII, the no frills version, this would 
come up as the victor. More characters, 
character versus character modes, two excellent 
one player options, the ultimate attack moves, 
faster speed, quicker control and combo 
response, it wins in all these categories. But SFII 
Turbo? Well, that’s benefited from immense 
amounts of tweaking, playtesting, gameplay and 


character improvements, and it would take a lot 
to knock it off its perch. Only time can tell if 
TMHTTF will achieve the longevity of SFII 
(obviously), but one thing’s for sure - Capcom 
can’t rest on their laurels any more. Konami have 
caught up, and they’re definitely not pulling any 
punches. Go out and buy it. Now. Tsk. 



There are so many good things 
about Turtles Tournament 
Fighters, that it’s impossible to 
think of anything bad to say about 
it. One of the very few beat ’em- 
ups that’s worked out what was 
really great about 
Street Fighter II, ^ 
and then 

added a few ^ 

new things M 
of its own to M 
boot. ■ 
































Unfotunately Simon Kirrane has got a 
bad case of the flu’ and he’s not 
been acting himself. His feverish 
state has lead to him bimbling on 
about a childhood he never had, 
flying around on carpets and sitting 
watching The Crimson Pirate. Read 
his review of Aladdin and you’ll know 
just what we mean. 


A ckk, cuh cuh cahcachaa! Sperluck 
suuf snuuf snuuuf. Excuse me, I 
have a cold, that was a 
representation of me sneezing back 
there - I won’t keep it up though or 
you wouldn’t understand me. For example, if I 
were to say to you “Man, I’ve got a bad cold.” 
and I wrote it down phonetically it would look 
like this: “Bad, I’be god a bad code.” - all very 
good if you’re a big fan of realism, dialogue or 
James Joyce but not very good if you want to 
know all about Aladdin and The Crimson 
Pirate... what? 

As a form of therapy to help me shrug off 
these aching limbs, this shivering fever and this 
head full of phlegm I’m playing Aladdin. 
Controlling the baggy trousered lamp collector 
as he goes, leaping and bouncing through warm 
fictional Arab cities is one of the best flu’ 
therapies I’ve ever come across. Perceived by 
my swollen eyes and strangely foggy mind all 
this action takes on a dream-like quality, it’s as if 
I’m really there... in Aladdin. But at the same 
time memories are flooding back of my favourite 
childhood movie The Crimson Pirate, starring the 
Schwarzenegger of his day, Burt Lancaster. 

Like Aladdin the Crimson Pirate spent all the 
while fighting bad guys with a combination of 
quick and witty one liners, an irrepressible sense 
of humour and some good leaping. 



Oh no! It’s Masssivefatbloke and his big 
barrel of doom. Leap Aladdin, leap like 
Burt Lancaster in The Crimson Pirate, or 
possibly Douglas Fairbanks in The Thief 
Of Baghdad. 


There's always enough time for a touch of romance. 


Swinging from sticky out post to sticky out post like the baggy trousered hero he is. 


A lovely pile of booty, but some’s gone missing and Aladdin’s pants are getting baggier! 
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Leaping is an inextricable element of Aladdin, 
remove that and the whole thing falls to the 
ground, metaphorically, not to say literally. Not 
that all this leaping is a bad thing, all the 
Crimson Pirate had to do was leap around, slap 
his deaf mute friend on the back and the crowds 
would flock around him - at which point he 
would laugh heartily and fly away in a handy, 
anachronistic balloon. 

Ack ack crurchuk 

Oh yes I’ve got a cold, see I’d forgotten - just 
writing about these healthy lads in his warm 
settings has taken me out of my clammy, gruff 
voiced body. And that’s what entertainment is all 
about isn’t it? The ability to suspend your belief, 
the ability to make you forget what’s going on 
around you (past, present and future) and 
believe something else is happening instead. 

There are other things that the Crimson Pirate 
and Aladdin have in common - their daringness 
and their derring doing-ness. They both hark 
back to an earlier time, in fact if I were an older 
reviewer I’d probably not mention Burt and The 
Crimson Pirate but Douglas Fairbanks and The 
Thief of Baghdad, but I’m not an older chap and 
I haven’t watched the film all the way through. 

So I’m afraid the word swashbuckling won’t be 
appearing in this review, again. 


All this swashbuckling... dammit, has instant 
appeal - movies now have replaced this word 
with ‘action adventure’ (because, one supposes, 
it sounds more action and adventurey - more 
modern) there is a slight difference though. Such 
poetic leaps and balletic skills have a great ‘feel 
good’ quality to them. More than you get when 
Bruce Willis jumps out of the way of yet 
another plane. 

Aladdin is packed with 
this ‘feel good’ quality - it’s 
animated so well that the 
bad guy’s winces make a 
difference, they annoy you 
when they laugh at your 
hero after whapping him 
and spur you on when 
chasing after you. I almost expect to find myself 
standing bare chested on my desk laughing 
heartily before leaping through the window, 
swinging around the office sign and landing in 
the Future balloon handily hovering in Monmouth 
Street. If I didn’t have this flu’ there’d be a 
greater chance of it I’ll grant you that. 

This ‘feel good’ quality, like the balloon in The 
Crimson Pirate is anachronistic, out of time. We 
all know the stories of our parents and our 
parents’ parents going to the Saturday matinee 
at the local cinema (invariably called the 
Alhambra, whatever one of those is) and 


suspending their belief so much that they would 
all leave laughing and fighting with imaginary 
swords or muskets or whatever. That doesn’t 
happen any more - partly because there is less 
mental interactivity but partly because - well just 
how could you walk out of 72 - Judgement Day 
acting like Arnie? I was still trying to work out 
what was going on and getting into 

conversations like 
“Does this time 
travel mean that 
anachronisms are a 
thing of the past 
then? Ho ho.” Hardly 
the result of a large 
dose of ‘feel good’. 

I digress, but the 
point is Aladdin the game, like those old movies 
instills you with a feeling of heroicness, a sense 
of good battling evil, the idea that with a good 
and brave heart you can change the world. It’s 
all complete tosh of course and no doubt such 
sentiments would get the anti video games 
league up in arms: youngsters might get a false 
sense of reality but the whole idea is to believe 
the unbelievable. And if that means that you 
believe that the world is split down the middle 
between good and evil and that you don’t have a 
cold then so be it. So far we have got Aladdin 
down as a worthy (in the best sense of the word) 


Yes I can’t deny it - I’ve 
still got my cold, it 
hasn’t gone away and 
I’m still suffering from 
hot and cold sweats... w 
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game and one that harks back to old values, but 
we’ve only just begun. 

The film Aladdin has been hailed as a great 
and good film and for me this must have 
something to do with the animation itself (though 
it’s probably due to the fact that it made so 
much money as opposed to it’s animation or it’s 
harking back to... blah, blah, blah). Now we’ve 
all seen that the SNES has turned into a kind of 
cartoon graveyard, the place where cartoons 
come to cream off a last few quid before they 
curl up and die: Family Dog, Ren and Stimpy, 
Cool World, Road Runner and Tom and Jerry. 
These were all so dire, and look at Tom and 
Jerry now, they’re performing the ultimate in sell 
outs and doing a talking movie - you wouldn’t 
catch Douglas Fairbanks doing that now 
would you? 

Aladdin is not guilty of this, if the cartoon 
didn’t exist it would be time somebody created a 
game that used the adventure style of Prince Of 
Persia and added some fluid arcade action to it. 
And that’s what you’ve got here, fluid leaping, 
jumping and (we’ll have to get used to this idea) 
swashbuckling. 

The action isn’t all based in this though, there 
is a fast moving flying carpet section that brakes 
up the leapy bit (not that the game needs it) and 
one of the best end of game guardians I’ve ever 
seen (there’s a bit of slowdown but you spend 


the first few goes just watching the screen 
dumbstruck - not unlike the Crimson Pirate’s 
best pal. Before this there is also a bonus screen 
where Aladdin gets the girl and flies high above 
the city streets - lifted straight from The Thief of 
Baghdad. That’s the bit I watched of the film. 

Bud bad, i’be still god 
a code 

Yes, I can’t deny it - I’ve still got my cold it, 
hasn’t gone away and I'm still suffering hot and 
cold sweats, I’ve still got achy limbs and 
stomach ache and a runny nose and a foggy 
mind. Now to blame Aladdin for my continuing 
state of ill health would be pushing it but I can’t 
help feeling around in my pockets for a hanky, 
no sorry. I can’t help feeling that if my therapy 
had gone on a bit longer - preferably the 
duration of my flu’ then I would have had a better 
time of it. Now the reason that it didn’t is that the 
game is a bit easy, it’s all over too quickly and, 
unlike The Crimson Pirate (which only weighs in 
at 104 minutes) it won’t stay with you for long 
afterwards. I won’t be writing reviews in twenty 
years time and mentioning the influence Aladdin 
had on me. Obviously if the game was no good 
then I would’t notice its brevity but it is because 
it is so good that it should continue. And I’ve still 


got a cold - right I’m taking a sicky and going 
home to watch The Crimson Pirate, d 



It gave me a great of joy to leap 
around like a healthy young chap 
and such a well animated one at 
that. Also I’d forgotten about the 
joys of The Crimson Pirate and this 
game brought it back to me which 
is nice but still this 
game is so short 
it will only stay 
with me for a 
week or so, m 
a great pity m 





baggy pants and running noses 

One of my other therapies for losing this damn flu’ (as well as playing Aladdin) is 
slobbing around my cosy flat in my best and baggiest clothes - I’m wearing my 
slobbiest jumper as I write this (as are half the office - having all caught my cold). 

One of the main items to use though is baggy trousers and again this is something 
you find in Aladdin and The Crimson Pirate, mine are German army combat pants but 
the others use those baggy Arabian pants that while being unrestrictive would seem 
to be a bit of a hazard when performing inch perfect leaps - they could snag on 
anything. Nonetheless they flow well and look great on the screen (small or large - 
that’s the screen not the pants tee hee). 


The ability to hang is one of 
Aladdin’s greatest features, 
hang Aladdin hang... like a 
basket. Hang like Clint 
Eastwood in Hang 'em High 
or possibly Eli Waliach in 
The Good The Bad and The 
Ugly except not by the neck. 


“Hiss” said the snake, “Ah” said Aladdin, “I think I’d 
better be getting along”. Comic dialogue at its best. 


This is the friendly genie and he’s going to give you a bonus. 


Uh oh. This will be the bad guy then, er leap Aladdin... er leap and jump and run away. 













‘Oh, please make it 
good... please, please, 
please make it good,’ 
said Patrick McCarthy, 
praying to the football 
god Bigronatko, as he 
stuffed in the cart and 
reached for the power 
switch. Finally, the 
world’s greatest football 
game had made it to 
the SNES. 


Y ou know I bought an Amiga just so I 
could have this game. I saw how it 
came out on the PC, and made my 
mind up there and then. (Don’t worry, 
I didn’t buy a new Amiga. I part- 
exchanged some SNES games for a second 
hand one with a partially-sighted orphan girl 
from Dr Barnardo’s. I tricked her into thinking 
she was getting SFII Turbo , Super Mario Kart 
and Zelda. What does she care?) * 

Nevertheless, when I plugged in this cart I 
wanted it to be good for the sake of you, the 
kids. That’s just the kind of guy I am. Selfless. 
‘What is this, an autobiography or something?’ 
you’re probably shouting, your reedy voices 
ringing out across the snowbound winter wastes 
like the massed bands of the Greater 


Manchester Kazoo Organisation having a 
workout. You should know by now that it’s 
traditional for Geez types to waffle on for ages 
before reluctantly getting down to talking about 
the game, via a savage but humorous attack 
upon the plot. 

the plot 

You play Cool Markety Gimmick-o, a character 
dreamt up by a team of middle-aged advertising 
executives to sucker the nation’s infants into 
buying lots of games. You have a headband, 
some fingerless gloves and a pair of sunglasses. 
In America and Japan this is cool. In Britain it 
used to be laughable, but the children of Britain 
have long since lost their critical faculties and 
will lap up anything shoved at them often 
enough in the breaks between What’s Up Doc as 
long as it’s done with an American accent. 
(Wrong game, methinks? Ed.) Really? 

(Checks notes). Ah. Sorry about that. Here we 
are: Given the poor quality of football games on 
the SNES, all you’re really going to want to know 
is whether this is as good as the Amiga version. 
The short answer is almost; but I’m paid by the 
word, so you’re getting a much longer answer. 

Some things are the same and some things 
are different. Some of the things that are 
different do not improve the game. Don’t get me 
wrong. It’s the one to have. Far better than the 
hugely over-rated Striker (for a start, the goals 
are the same size at each end of the pitch). The 
players move in the right way, the pitch size is 
right, and so on. It’s not best suited to a joypad, 


but you get used to it. To help you, players have 
stickier feet, leading to some un -Sensible like 
multi-directional dribbles even at Normal 
difficulty setting (there’s also a Beginner setting, 
which is much too easy). Let’s get organised 
about this. 

the same 

There’s the usual collection of the current best 
club sides, along with every national team in 
Europe to play with. There are also loads of 
custom teams, which might be fun for the people 
who make them up, but are of little use to 
anyone else. 

You can make up your own cup and league 
competitions, controlling every aspect of the 
way you play the games, from the pitch 
condition to the number of legs in a cup-tie, 
away goals counting double, extra time and 
penalties if your local police are particularly 
expensive. You can save long league campaigns 
to the battery backed cartridge. 

Something that hasn’t been changed that 
should have been is the option to play world cup 
qualifying groups in the National Teams section. 
Not exactly up-to-date, especially as you can’t 
play the finals themselves. 

different 

Many changes are bearable, or at least 
understandable, to the hardened Amiga Sensi 
fan, but some are verging on the heretical. 

Here’s a run through of them, well this is a 
balanced review after all: 
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the teams: 

Nintendo ordered the player and team names to 
be unsubtly disguised (in case someone 
somewhere decides to sue over the fact that 
they haven’t been made a star player, or their 
team has been branded a pile of steaming cack, 
or something). 

The player names sound like they’re being 
pronounced by Lester Piggott, except for 
Juventus’ number 7, who is best not pronounced 
at all in polite company. And you can’t change 
the names; there’s no team editing option. 


replays: 

There’s less RAM available for action replays, so 
you can forget basking in the glory of your 
twelve-pass goalscoring move, unless you 
managed it in a nanosecond. You can’t watch 
highlights, either. 

goals 

Which brings me onto the goals themselves. 
After a goal has been scored, you now see an 
appalling drawing of a player and the word 
‘Goal’ in big letters. It’s so-o-o bad. 


whaaat? no team 
editing? 

Not even a little bit. Even though the “inferior” 
Mega Drive somehow manages it in its version. 


booooo. 

Absolutely. 

goalkeepers: 

Even on Normal setting, goalies aren’t as good 
as the Amiga version. They let soft goals in all 
the time, and do silly things like run out of their 
goals to collect throw-ins and lose the ball. 


fouls: 

Every single foul gets a booking, which means 
far too many people get sent off. This is known 
as Super Formation Soccer Syndrome and it’s 
crap. But not as crap as... 

in-game music: 

It’s got in-game music! Aaaaaaargh! 

but you can switch 
it off. 

Praise be to Thora Hird. 
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Look, just who are the Beggiio brothers s? 



And Vinny still maintained his innocence. 


the japanese 

Presumably it’s for the benefit of the Japanese. 
Judging by their use of the word “goal”, they 
don’t know whether it means “Hey, you’ve done 
quite well in a grand prix,” “Well done, you’ve 
defeated Ganbare Rubber Underwear Ninja,” or 
“Pass the salt.” The Japanese football fan’s 
knowledge of football is right up there with 
Raquel’s from Coronation St. 

I don’t mind these concessions to them long 
as they start conceding a few things to us. I want 
a big caption in Streetfighter II saying “Alright, I 
know that it is ridiculous expecting you to 
believe that a fat blundering Russell Grant- 
lookalike in a large nappy, whose only form of 
exercise consists of pushing fellow pudgies 
about for a few seconds every three months or 
so, can beat people up, but hey humour us, why 
don’t you?” 

other things 

Other things have been done, some of which are 
Good Ideas. Players out of position are now 
highlighted in the team select mode. Star players 
have a big star above their head during play. (I 
don’t like this, but some do). The Cup planning 
screen is a lot clearer. The two levels of difficulty 
will help newcomers. 

All in all, it’s a pretty good version. Amiga 
conoisseurs may cringe at the suddenness of 
the aftertouch. (There’s no slow-down on a long 
lobbed shot from the halfway line; it’s more like a 
baseball line-drive). They may laugh aloud at the 
in-game music and the players’ sticky feet. But 
you’ve got to do something to help people with 
joypads. With a joystick, it’s not that different to 
the “real thing.” SNES owners should buy it 
without delay. H 



By far the best football game on 
the SNES, if still a little weaker 
than its Amiga counterpart. It 
might even be an excuse to buy 
one of those peculiar joystick 
things - if there was one. Still, 
don’t be fooled by any 
of those arcadey 
type soccer 
games, this is 
the real 
thing, well 
it’s close. 
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Lazio build a wall after the ‘Gascoinge’ incident. 








Look I went to play the ball. No the other ball ref! 
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As a fashion statement for the mid nineties, Duncan MacDonald 
recently had his shoulderblades covered with gold leaf and had tiny 
emeralds and rubys superglued down the length of his spine. This, we 
felt, made him the ideal person to review Flashback. 


Catch yourself a taxi from Asia to Africa, if 


you Want. 


Hop on your bike and check out a video while you ride. 


Not bad control for a guy who’s watching Total Recall . 



















T here are loads of opening paragraphs 
you could write for a game such as 
Flashback... so let’s have a look at a 
few examples, shall we? Well listen 
it’ll save time in the long run so bear 
with me OK? 

(Introductory paragraph 1) Imagine what 
would happen if you took Prince Of Persia, set it 
in the future and 
injected a proper plot. 

Imagined it yet? Well, 
as if by magic, here it 
is! It’s called 
Flashback. (Etc.) 

(Introductory 
paragraph 2) There 
are platform games, 
platform games, 

platform games and platform games. And then 
there’s Prince Of Persia. And now... there’s 
Flashback. (Etc.) 


In the beginning God 
created Prince Of 
Persia , and he saw that 
it was good. During the 
rest of the week he 
dossed about a bit... w 


(Introductory paragraph 3) In the beginning 
God created Prince Of Persia, and he saw that it 
was good. During the rest of the week he dossed 
about a bit, and then, on Sunday, while putting 
up some shelves, he wondered if there was any 
way he could improve on what he’d done 
already... feeling he may have peaked too early. 
But his fears were unfounded, because the 

following morning he had a 
brainwave. He created 
Flashback. (Etc.) 

(Introductory 
paragraph 4) A recent poll 
revealed that eight out of 
ten people (who expressed 
a preference in platform- 
game sprite animation) 
thought that the Prince in 
Prince Of Persia was the best moving video 
game character around. They’d obviously never 
seen the main character from Flashback. (Etc.) 


i r 1 i or sWiyiPir. 
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‘racted their attenior’ What does that mean then? 


This puzzle’s too difficult, come butterfly let’s nap awhile. 
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Hang Conrad hang, like Aladdin (p. 36) or Cool Spot (p.40) for that matter, oh forget it. 


Test that gun woah, hardly powerful but woah listen to that bangabangabang. Lovely. 



(Introductory paragraph 5) Remember Prince 
Of Persia? Of course you so. Well, er, 
Flashback’s pretty much the same sort of 
thing really. Urn. Except it’s set in the future. Oh, 
and there’s a storyline thingy. Er, and so on 
and so forth. 

(Introductory paragraph 6) Blimey, there’s 
weirdness afoot, because 
these introductory 
paragraphs seem to be 
slowly forming themselves 
into the main body of a 
proper review, as you’ll 
witness if you continue 
reading... 

(Introductory 
paragraph 7) For instance here’s what happens 
at the start of the game: there’s a nicely 
animated intro (semi manga style with French 
overtones) in which you see a bloke stealing a jet 



Hmm. Well then, you must be the foul aliens or something. 


bike and escaping from some ‘people’. This 
chase sequence takes place on Titan, one of the 
moons of Saturn. (Or is it Jupiter? They’ve got so 
many moons between them it’s easy to get 
mixed up). 

(Introductory paragraph 8) Anyway, so at 
the end of the intro sequence you see the bloke 
who’s escaping on 
the jet bike getting 
shot down - he crash 
lands on Titan’s 
surface. The geezers 
in pursuit assume he’s 
dead and are off on 
their merry way in 
their armed-to-the- 
teeth jet-car before you can say ‘Paul McKenna 
is a very crap person indeed’. (“Yes, he is crap, 
isn’t he.” - Paul McKenna’s mum). 

(Introductory paragraph 9) And then the real 
game begins, with you in control. Your character 
is standing on a platform, and there are loads of 
other platforms to the left, the right and below. 
They’re not REAL platforms, though - not like in 
a ‘cry-baby platform game with bunny rabbits 
and lots of primary colours’. Nothing of the sort. 

It is in fact a ‘jungle’. 

(Introductory paragraph 10) So you don’t 
know who you are (although I’m going to spoil it 
a bit and tell you that you’re called Conrad Hart), 
you don’t know where you are (although you do, 
because I’ve already told you you’re on Titan), 
and more importantly you don’t know WHY 
you’re wherever it is you are. (And I’m tempted 
to spoil that for you as well, but I won’t - you’ll 
have it explained to you by one of the other 
characters at the beginning of level two). 

(Introductory paragraph 11) And so now - in 
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Well this must be the bank then - all this ‘save’ business. 


order to actually GET to level two - you have to 
master the moves. You start on the jungle level, 
as you now know: and it’s quite hard for a first 
level, actually, with lots of traps, lots of objects 
to find, lots of aliens trying to kill you and so on - 
but also, thankfully, there’s a lot of ‘spare room’ 
too, where you can practice walking, running, 
short jumping, long jumping, grabbing hold of 
ledges, pulling yourself up, lowering yourself 
down and so on. 

(Introductory paragraph 12) In other words 
(and as stated in paragraphs one and five) it’s 
much like Prince Of Persia, only set in the 
future... and instead of a poncey sword you’ve 
got a rather nifty gun (which has infinite bullets). 
A major difference between Flashback and 
Prince Of Persia, however, is the fact that in 
Flashback you have an inventory box. You pick 
up this, pick up that, pick up the other and then 
later on get to actually use them. (Sometimes it’s 


...not only has the plot 
of Total Recall been 
plundered, but also 
75% of the TV series V 
and the entire script of 
The Running Man. 99 



































Shield, Lifebuoy, Imperial Leather... you know I just love soaps. 




obvious how you use a specific item, by the way, 
and sometimes slightly less so... but it’s never 
annoyingly obscure). 

(Introductory paragraph 13) So you’ve been 
playing the game for a few hours, you’re out of 
the jungle, into the city, and the story has begun 
to unfold: for example you’ve already discovered 
that not only has the plot of Total Recall been 
plundered, but also 75% of the TV series V and 
the entire script of The Running Man. But you 
won’t care about this blatant plagiarism, 
because Flashback is such a bloody good game. 

(Introductory paragraph 14) It’s also rather a 
big game - as long as you play it on the correct 
difficulty setting. So here’s a word of warning... 
no matter how tempted you may be, and no 
matter how crap you think you are at games, 
don’t opt for Flashback's EASY mode: the 
game’s still excellent, sure, but once you’ve got 
to grips with the slightly awkward control 



Nice motor, er do they do one in mauve? 


system, you’ll finish the whole thing in two 
evenings flat. Try to avoid NORMAL mode, too. 
Go instead for the EXPERT mode. 

Really. Honestly. Truly, truly, truly. Trust me. 

It’s not as impossible as you might think, and 
some of the gunfights you’ll be involved in are 
awesome - they’re so much fun that you don’t 
care when you’re killed and have to go back a bit 
before trying again. 

(Introductory paragraph 15) (Which, weirdly 
enough, is also the final paragraph... don’t ever 
say that Game Zone isn’t an experimental, 
fly-ahead, kick sand in face, ‘free form’ sort of 
a mag). 

Anyway, so to sum up. Well, the animation in 
Flashback is excellent throughout (how could it 
not be? Seeing as it’s better than Prince Of 
Persia ?) The sound is excellent too: it could 
maybe be a bit ‘fuller’ at times, but it’s still 
smart, especially the sound of the gun firing. And 



Oh my, the alien spawn are, erm spawning. Spawny gits. 


last but not least, there’s the all-important 
gameplay, which is tops. If the Prince Of Persia 
gameplay was likened to working in a coal mine 
and finding a diamond, then the Flashback 
gameplay is like working in a coal mine, finding a 
diamond and then winning two million quid on 
the pools to boot. 

We’re talking toil and rewards. You’ll be 
addicted before you know it and you’ll be dying 
to know what happens at the end, just like in a 
good film. What more can I say? (Apart from roll 
on Flashback 2). H 



pm 


Flashback is basically Prince Of 
Persia in the future... with better 
graphics, better animation, more 
moves, an involving storyline, 
character interaction (limited, 
though some is better than none) 
and - the only bad 
point - a rather 
fiddly control 
system that 
takes a bit m 
of getting M 

used to. ■ 























bomb gun 





































the marvin missions 



Beautiful cartoonesque graphics 
and dead cool hero (the fifth best 
duck of all time) has his feather 
ruffled by a swift descent into the 
icy cold waters of repetition. Yet 
again a cartoon has made it’ way 
onto the SNES only to 
curl up and die. 

Why oh why do 
they do this 
to us? Oh I :M 
love this iM 
high horse. (■ 


Unit Kow 
l'rices £5 
I’l’blistic 
Sunsofi 


Pigs in Space was a 
regular sketch on The 
Muppet Show. Ducks in 
Space wasn’t. But Daffy 
is a duck. And yet he’s in 
space. Doesn’t that strike 
you as rather odd? 
(‘Forgetting’ to include his 
name in the worst intro in 
Game Zone history: Adam 
Peters.) 

L et’s start with what there is to like about 
this game. Well, there’s the big, bright 
and colourful picture of Daffy that leaps 
out at you on the title screen. There’s 
the Looney Tunes title music that plays 
at the start of each level, 
bringing a smile to even 
the most miserable of 
faces. 

The graphics are great. 

Lovely, cheerful, bright 
and cartoony. The game 
deals with Daffy’s 
adventures in space, so 
there are lots of weird 
and wonderful creatures 
to meet. The animation is quite sweet too, with 
catcus like creatures moving their ‘arms’ to 
shoot at you, little fire men exploding out of 
clouds of smoke, and Marvin himself (the weird 
Martian creature from the cartoons) appearing 
around every corner to fire off a volley at you. 
You’ll smile when you see him for the first time 
(but you’ll start dismantling your SNES when you 
see him for the 150th time). 

I love the fact that Daffy can carry many 
different weird guns with him (see box), 
switching between them at the flick of an ‘R’ 
button. (‘R’ is my favourite SNES joypad button.) 
The ‘nutty attack’ is wonderful, as Daffy whizzes 
around the screen like the Tazmanian Devil, 
destroying all in his path. I love the cutesie, but 
largely useless, little map that appears when you 
pause the game. I love the fact that there are lots 
of restart points and the game is easy to 
progress in. A lovely little jaunt through a brightly 
coloured world of big, cute, well-animated 
sprites. Almost. 


What does annoy permanently is the way that it’s 
quite difficult to avoid taking hits, say from the 
burning rocks that are flying about the place. 

Sure you could try taking things really slow and 
careful, but you’d soon die of boredom. And 
Daffy’s webbed feet have this tendency to slip 
off the other end of platforms you’re trying to 
jump to. This soon has you spending all your 
money on rocket fuel so you can just use Daffy’s 
jetpack to travel across the top of the screen, 
avoiding the vast majority of... well, the game, 
basically. It’s very tempting. 

But the biggest problem is that it’s far too 
repetitive. Once past the opening cave section of 
the first level, you’ll encounter a building; three 
metal corridors containing a space chicken every 
fe yards. Pass this, nip through a few more 
caves, and you’ll come up against another 
buiding. more metal corridors. More space 
chickens. Walk. Encounter chicken. Walk. Duck. 
Start shooting. Get shot a bit. Kill chicken. Walk. 

Encounter chicken. 


Start to get a bit bored 
with it. Duck. Start 
shooting. Get shot a 
bit. Kill chicken. Walk. 
Encounter chicken. 

Give up and load Super 
Mario All-Stars. 

It looks very nice but 
it’s just far too samey. 
And the bosses (that’ll 

be Marvin in different vehicles then will it? Astute 
reader.) (Yes that’s it. Ed.) are a tad too hard to 
kill. Daffy is fun for a while, but you’ll get more 
long term enjoyment from a rubber duck. I 
know I do. H 


Duck. Start shooting. 
Get shot a bit. Kill 
chicken. Walk. 
Encounter chicken. 
Give up and load Super 
Mario All-Stars. 


Let’s continue with what there is to dislike about 
this game. Most urgently, the annoying ‘Oh 
Mother’ sample that plays every time you take a 
hit. You take hits very regularly. Daffy’s 
repetetive squawking soon has you pulling your 
hair out and chewing your toes. But of course, 
you can turn the sound effects off... 
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ou’ll notice that once again there’s nobody in the rear-view mirror. But it’s not Check exactly how much better than you the computer drivers are by calling up 

ecause you’re miles behind. It’s because you’re going the wrong way. Hurrah. their best lap times, comparing them with yours and going to have a bath. 




































Er, a garage in an earthquake. (Philistine. Art Ed.) Oh. Right. 
Well, it’s the garage anyway. You can do lots of clever things 
to your car which will fail to help you win. 


As a game it falls to bits because 

of the extremely high level of 

authenticity - there are too many 

fiddly options, too much driving 

and not nearly enough racing. But 

FI is a spot-on simulation for 

exactly the same 

reasons. Fans 

form an orderly 

queue here, mr 

or just over Jjf 

there by the $ 

pot plants. 


H ello. If you’re in the habit of playing 
games that aren’t instantly 
accessible, you’ll be familiar with the 
phrase ‘If you like this sort of thing, 
this is the sort of thing you’ll like.’ An 
outrageous cop-out, it usually means that your 
friend the reviewer can’t get to grips with the 
game but daren’t criticise it outright for fear of 
appearing silly. Said phrase is normally 
accompanied by a score of 79, which is about as 
much as you can reasonably give something 
while still maintaining a lofty distance and 
proclaiming it of limited appeal. But rest assured 
that this review is going to be different. Although 
FI is a nerve-janglingly involved simulation, I’ve 
persevered with it for fully a week, ferreting out 
its secrets and giving it a damn good thrashing. 
No snap judgments here. Just honest, solid 
facts. So let’s plug in the Random Sample 
Gameplayer Brain Scan-O-Tron and get started. 

no muffins 

Today’s random sample gameplayer is Irwin 
Cholera, child prodigy and conqueror of race 
games everywhere, so that’s not entirely random 
but there you go. Irwin’s parents, Paul and Zasu, 
have organised a small gathering of close family 
friends in order to demonstrate Irwin’s 
exceptional gaming skills. Tension is high. Irwin 
must perform more impressively than Jane and 
Edgar’s daughter Henrietta, who single-handedly 
scaled the north face of 
the Eiger at last week’s 
informal barbeque. See 
how Zasu sternly 
lectures Irwin just before 
the close family friends 
arrive. Irwin loads up the 
game. There are many 
things he can do with his 
chosen car. He changes the type of tyre. He 
adjusts the aerofoils. He instructs his pit crew at 
what level of damage they should repair parts of 
the car. Paul offers around the vol-au-vents. 

And, at last, Irwin is satisfied. His car is 
exceptionally well-balanced for the track and 
weather conditions. The starting lights flash 
green. After an expertly judged initial 
acceleration Irwin spends the entire game 
slamming into crash barriers. “What went 
wrong?” he blubs as the family friends leave 
haughtily. “I took my finger off the accelerate 
button and downshifted the gears at all the right 
moments.” But his mother and father can furnish 
no answers. They are looking into the middle 
distance with brimming eyes. The Random 
Sample Gameplayer Brain Scan-O-Tron fades to 
a poignant black. If only Irwin could have made 
the mind-wrenching leap to using the brakes, as 
you do in, er, no other SNES race game ever in 
the history of the universe at all. 

Of course in real life judicious use of the 
brakes would be vital to your continued 
wellbeing. But in a race game you don’t want 
to worry about drastically slowing down and 
driving sensibly. And there’s the nub of the 
matter - in FI you don’t race, you drive, which 
isn’t nearly as much fun. Top marks for being 
different but substantially fewer of them for 
nobbling the gameplay. 


But then who am I to criticise a complicated 
simulation for being too true-to-life? I don’t like 
watching Formula One racing, I have no interest 
whatever in cars and when I play a racing game I 
want to have fun zooming around at high speed 
unfettered by logic or the more finicky rules of 
physics. I’m not particularly interested in the full 
line-up of Formula One drivers to drive against 
(mainly because they’re world-class drivers and 
therefore very, very easy to finish hundreds of 
laps behind). Not for me the complete range of 
official Formula One circuits which, being official 
Formula One circuits, tend to lean towards the 
fiendishly testing and therefore unfriendly to 
people who want to have fun zooming around at 
high speed unfettered by logic or the more 
finicky rules of physics. Neither am I quivering 
with excitement over the endless ways you can 
fine-tune your car, nor finding the prospect of an 
entire racing season involving gruelling 
competitive driving over ten laps at each of the 
fifteen circuits one to hop around whooping 
over. But then, you may. 

On the other hand, I am terribly interested in 
the fabulous Mode 7 graphics which put you if 
not squashed back in the driving seat then 
running around madly on the stupendously 
dangerous strip of tarmac immediately in front of 
your car. And I was rather taken with the 
fabulous crashes, where both you and the 
computer car would spin violently off the road 
then frantically right yourself and roar off with a 
high possibility that you’re 
now going the wrong way. 
The accurately calculated 
pause before a small sign 
lets you know this is 
happening also gave me a 
warm thrill of pleasure, 
and I positively loved the 
way the computer cars 
would occasionally get into terrible pile-ups on 
the grid just because I forced one into a few 
others. But then, you may not. 

What I’m trying to say is, FI is a cart of limited 
appeal. Your average gameplayer is not going to 
like it at all because, while it’s comprehensively 
endowed with options, it’s not actually that 
much fun to play. (Well, that’s what I thought and 
I see myself as an average gameplayer. Well, 
actually I see myself as a top-class gameplayer. 
Okay, to be honest I see myself as a 
devastatingly excellent gameplayer cutting a 
dashing figure in crimson pantaloons, always 
ready with a witty quip and equipped with some 
powerfully attractive eyebrows, but then a 
nervously helpful assistant usually asks me to 
close my mouth and move away from the 
doorway of the shop because people are trying 
to leave.) It’s more a taxing test of skill as you 
read the track, outpace your opponents, hug the 
bends and craftily use those all-important 
brakes, which must be very similar to an actual 
Formula One race so hurrah for authenticity. 

FI has much to recommend it - if you’re a big 
Formula One fan. All your heroes, all the circuits, 
all the gritty realism and a demanding driving sim 
to boot. Just don’t expect much fun. To put it 
simply, if you like this sort of thing, this is the 
sort of thing you’ll like, which just goes to prove 
something although I’m sure I don’t know what. H 


If only child prodigy 
Irwin Cholera could 
have made the mind- 
wrenching leap to 
using the brakes.” 
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Rain, rain, go away, come again another day. Give me a call 
beforehand though, so I’ve got time to hide under the 
kitchen table and pretend I’m out. 


crnrinr^irm 


As well as the wet weather and ominous ‘trouble on’ option, 
there’s a horrible ‘death wreck’ feature. This one involves all 
but three of the cars and took quite a bit of planning. 
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Robinson’s diguising his moves well, an untrained eye probably doesn’t notice that he’s Graziano is giving our Toney a right good panning, you can tell because Toney is 

about to deliver a haymaker packed full of brain damage. Just you wait and see. bleeding from every facial orifice up on the right. 



Great boxers from history 


As well as the conventional range of punches, your customisable 
career boxer has a selectable “super punch.” You have three uses of 
the punch available. You can use it at any time, once per round, but if 
you knock the ^ ■■ - . i. m x. - , ^ ^ , v j- j. 

opponent down ^ , , **" ,*£ 

when using it, you 
get given another 
one which you 

can use in the ^ 

same round. In Ji 

other words, a I mmm 

wise pugilist will 
only use it when 
the opponent’s 

about to collapse nmmmmmmA 

- in fact, when an 
ordinary punch 

would suffice. ^- 1 


Henry “The Cat” Simpkins 

So called not because of his cat-like reflexes, but because of 
his unfortunate habit of cleaning his bottom with his tongue 
between rounds. It led to a foreshortend career, opponents 
proving unwilling to get into clinches with a man whose breath 
was that bad. 


“Sugar Ray” Sunshine 

Sunshine’s career was brief but meteoric. In only his tenth 
professional fight he was killed by a falling meteor. 
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boxing legends 


We gave Legends of the 
Ring to Patrick McCarthy 
and he spent more time 
trying to think of a Game 
Zone -style wacky pun for 
the intro than he did 
writing the review. And 
still failed. 

A h, boxing. The noble art of standing 
still and smacking someone else in 
the face with ten pounds of wadding 
wrapped around your fist until they 
fall to the floor, brain damaged. 

That’s what you’d assume if you judged it by 
SNES boxing games, anyway. They’ve ignored 
any fancy dodging and ducking about or (heaven 
forbid) moving around a ring, in favour of 
thrashing, punching and biting from a static 
position. (Biting? Ed.) 

Ask games companies why and they’ll say, 
“Because all the kids want is the action.” This is 
a lie. In reality, it’s because it’s easier to 
program. It’s about time someone used all this 
fancy modern revolvo-matic chippery to do a 
decent boxing game on the SNES, if you ask me. 
In the meantime, you have to make do with stuff 
like this. 

Unlike most boxing games, BLOTR actually 
allows you to employ one or two of the “artistic” 
sides of the sport. For “artistic” in boxing, read 
“being intelligent enough to realise that you can 
move out of the way.” In other words, you can 
duck, and shuffle from side to side. You may 
now get all excited. 

That’s enough. The types of game available to 
you include Exhibition (a one- or two-player 
chance to beat the crap out of people); Career (a 
chance to create your own 
boxer and beat the crap out 
of people); and Battle of the 
Legends (a knockout 
competition - chortle - and, 
perhaps unsurprisingly, 
another chance to beat the 
crap out of people). 

There are eight “legends” to choose from, 
including Thomas “Hit Man” Hearns, 
“Marvellous” Marvin Hagler and Jake “The Wife 
Beater and Drunkard” La Motta. None of the 
British greats are there - so no Geoffrey from 
Rainbow, then. Neither are any legendary 
heavyweights included; I suspect a marketing 
ploy, and a potential follow-up game. You have 


“Ladies and Gentleman may I remind you that whoever is 
landed on by the parachutist gets a Lonsdale gift token.” 


of Die ring 

selectable viewpoints: behind your boxer, behind 
your opponent or switching between the two 
from round to round (much fairer in two-player 
mode). Other options include selectable difficulty 
levels and number of rounds in Exhibition and 
Battle modes. (Career mode gives you no choice 
in the matter.) 

the face 

The fighters look reasonably like the real thing. In 
fights, the damage they take is indicated by a 
small inset of their face. As the boxers get hit, so 
the faces become disfigured. Your opponent 
starts off with the boyish good looks and baby 
soft skin of a teenage movie star (except for 
Graziano, who looks like a mentally retarded 
Teddy boy). As the punches rain in, he begins to 
look first as if he’s been on the receiving end of 
an All-Black ruck, then as if he’s been head¬ 
butting tower blocks. Finally, he seems to have 
fallen face first onto Carmen Miranda’s hat. His 
box will start flashing (so to speak) and only then 
can you knock him over. 

one-player failings 

The thing is, each time you swing a punch your 
energy drops. To get someone into knock- 
downable condition you need to land over a 
hundred punches. In one round. The reason you 
have to knock them over in one round is that 
they seem to resume the next round with a 
completely new head and you have to start all 
over again. And you thought mid-fight 
transplants had been outlawed. If you do batter 
someone to a pulp 
and knock them 
over, you’ll watch in 
horror as they get 
up after a count of 
three, their face 
fixes itself before 
your eyes and they resume the attack in the 
same state of health as when you started. 

Disconcertingly, the fact that the opponent is 
near death doesn’t affect his punching power at 
all, whereas the effort of landing 900 punches 
has (understandably) almost drained your power. 
Obviously the idea is to conserve your energy, 
but this is almost impossible against the 
computer (who never loses power): as you delay, 
he gets healthier. Cumulative effects? Not here, 
matey. Also, it’s impossible for you yourself to 
get up after a knockdown, but the computer gets 
up all the time. 

The Career mode allows you to create your 
own boxer and fight the eight boxers in the 
game. There’s a password system, but it’s too 
lengthy, considering it only saves your position 
and you have to re-type your wittily-named 
boxer each time. 

If the one-player game is a nightmare even at 
the easier settings, at the expert levels 
everything gets worse. Career mode is only 
playable on Expert setting. It’s the one thing that 
would give the game any longevity, and they’ve 
spoilt it: you start by selecting your boxer’s basic 
attributes and distributing points from a set 


None of the British 
greats are there - so 
no Geoffrey from 
Rainbow, then, w 




This is big Bill McCsquirienaught, big Bill’s just been told 
his sex change has been approved, he’s so happy. 



That’s the logo for the Las Vegas Hilton in the corner, 
Trent told me, he stayed there, thanks Trent. 


number to each punch as you see fit. When you 
win the first (easy) fight, you get a couple more 
points to add. Then you’re suddenly plunged into 
a fight with one of the “legends”, whose 
attributes are five times better, and you die. That 
would be okay if you could go away, add a few 
more points and try again, but you can’t: it’s 
game over. 

two player frolics 

The two-player game is a different matter. It’s 
less upsetting that you can’t get up after a 
knockdown, because neither can your opponent. 
It’s a lot more like proper boxing: you both lose 
energy after almost every punch, so you play a 
more careful game. 

You bob and weave more, use punches in 
combinations and it’s more satisfying. It isn’t fifty 
quid’s worth of satisfying, though. M 



This is the best boxing game 
currently available, but remember 
it’s the best of a bad lot. The 
desperate might get by with it for 
now. There’s two-player fun to be 
had, but that’s about all. The one- 
player games quickly 
get annoying 
and/or tedious, 

depending on ^ 

your own M 
outlook M 

on life. ■ 

















Yes, it’s a 3D maze. No, it’s not a 
dangerous okapi trampling a well- 
loved pastry chef. 
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Trouble in 14th century 
feudal Japan? Peasants 
armed and heading your 
way? Try new Jonathan 
Nash-o. Washes purpler 
than purp, likes The 
Legend Of The Mystical 
Ninja rather a lot actually. 

W hen it comes to playing 

Japanese RPGs, you’ll find me 
sitting in the room next door 
reading a book. Yes, you may 
find it hard to believe, especially 
considering I’m working on Game Zone , but I’ve 
never, ever pulled the hair from a dancing yak, 
woven it into a medium-sized vest and used it to 
entice a professional grocer away from his 
yoghurts or played a Japanese RPG. 

Disgraceful, eh? Whenever people mentioned 
RPGs I’d make an excuse and leave or failing 
that jump out of a window because I had this 
idea they’d be about as entertaining as having a 
piano dropped on you. How wrong I was, and 
I’ve had a piano dropped on me and so can 
make the comparison. 

treacle 

The Legend Of The Mystical Ninja, hereafter 
referred to as Sticky Ninja for reasons that are 
almost plausible, is a magnificent game. I 
haven’t had so much fun since first plugging in 
Zombies Ate My Neighbours, and that didn’t 
involve a SNES and is a story for another time. 
No doubt RPG veterans will know what’s what 
with the game style, but Sticky Ninja is so 


accessible I’ll be talking about it from a picking it 
up for the first time viewpoint. Wow! Hurrah! 
Gadzooks! Hurrah! Thank you. I shall now talk 
about it from a critical viewpoint. Wow! Hurrah! 
Gadzooks! Hurrah! Right, I’m off. ’Bye. 

the game in depth 

(Silence.) 

oh blimey 

Hello folks. I’m Mr Blue, the one you never found 
out what happened to in Reservoir Dogs. 
Actually, I came to my senses and realised crime 
doesn’t pay when Mr Brown started explaining 
Bernard Cribbins’ Right Said Fred (I’ll Have 
Another Cuppa) during 
the robbery, so I ran 
away in order to 
pursue a career in 
journalism. Bit of a 
stroke of luck, eh? 

So. Sticky Ninja. It is, 
as I believe has 
already been said, a 
very accessible RPG. 

In fact, it’s almost not 
like an RPG at all and certainly nothing like a 
warehouse full of coffins. The story unfolds as 
you go - all you know at the beginning is the 
name of your character (Kid Ying), and that your 
village has been invaded by ghosts. And that 
banging someone in the nose with your gun 
shuts up them. Sorry, bit of a flashback there. 
Anyway, you have to make your way through ten 
levels, learning a bit more of the plot with each 
one, and each of the levels consists of a 3D-ish 
bit where you wander around a village and a 2D- 
ish bit where you don’t. And some boss stages 
as well. Could be standard RPG stuff, could be 


brilliantly innovative, I don’t know. But it’s damn 
sure a lot of fun. Each village holds a couple of 
shops, a lot of handy clue-dispensing 
homesteaders and a few ‘special’ rooms, and 
you have to beat up the ghost-possessed 
passers-by, steal their money and buy 
equipment and weapons. You can also buy 
magic powers, which are used to survive in the 
2D bits. And there you go. What makes Sticky 
Ninja so fantastic is the whopping number of 
Incredibly Friendly Features. Let’s take a few 
moments to look at them. 

Incredibly Friendly Feature Number One: 
You may think that the 3D-ish perspective in the 
villages means that avoiding and/or hitting the 
peasants would be a mite 
tricky. Well, Sticky Ninja 
counts a blow as 
successful if it’s in the 
general vicinity of the 
victim. 

Incredibly Friendly 
Feature Number Two: 

Whenever you get killed, 
you get a ‘general’ 
password that gets you 
back to that level. But scattered around are 
some diary shops, where you get a detailed 
code that snapshots your attributes at that point. 

Incredibly Friendly Feature Number Three: 
If you’re playing in two-player mode (the other 
bloke being Dr Yang, a-ha ha ha), whenever one 
player goes through a doorway the other 
appears on the next screen automatically, 
cutting out the stuck in opposite corners effect. 

Incredibly Friendly Feature Number Four: 
Most casual players (ie, those that join in after 
you’ve started) won’t even see the main part of 
Sticky Ninja, because the ‘special’ rooms contain 


I came to my senses 
when Mr Brown started 
explaining Bernard 
Cribbins’ hit single 
Right Said Fred (Fit 
Have Another Cuppa).** 






























Some of the villagers dispense 
really useful advice. And some of 
them don’t. Like this one. Yock. 


If you accidentally hit a woman, you lose $100. But if 
you kill a deer, you lose $10. There are no whales. 


This is excellent. You can poke your heads through 
the holes in the figures and utterly waste your time. 


extra games. As well as the expected gambling 
games (dog racing, pelmanism (Oh, not 
pelmanism again. Ed.), lotteries and dice games) 
there are some silly ones (mole-bashing, a Tron- 
ish painter, some sort of target thing where you 
lob balls at a goblin). All earn you money if you’re 
good at them, as do the various sideshows on 
the fairground level. But there are also video 
arcades scattered around where you can play 
Breakout, two-player air hockey and the whole 
first level of Nemesis/Gradius for the outrageous 
sum of $100 a pop. (And then run out, mug some 
more people and rush straight back in to waste 
your money again.) 

Incredibly Friendly Feature Number Five: 

Number Four again. 

Incredibly Friendly Feature Number Six: 

If one player dies before the other, the survivor 
can generously donate a life to keep the two- 
player antics a-going. 

Incredibly Friendly Feature Number Seven: 

In the 2D linking sections, the two players can 
join up in a sort of piggyback arrangement. 

(Very large portion cut. Mr Blue may be an ex¬ 
professional criminal and killer but he’s got to 
learn the harsh reality about the entertainment 
value of endless lists. Ed.) (Er, on second 
thoughts, cut by Dep Ed. Ed.) 

Incredibly Friendly Feature Number 
Twenty-Eight (Part Two, Paragraph B): 

As well as the passwords and diary thing, there 
are restart points in the linking sections - 
especially friendly as they get very hard. 

more good things 

I really had to struggle to find something bad to 
say about Sticky Ninja. The gameplay is so easy 
to grasp and the difficulty curve so cleverly 


judged that suddenly you’ve been playing it for 
the whole day. The sideshows and mini-games 
in themselves are great fun, the actual levels are 
sufficiently complicated to keep you occupied 
for ages (while being Incredibly Friendly so as 
not to put you off) and each new section brings a 
fresh feature or funky challenge. (My favourite bit 
to date is a giant temple where you jump on 
buttons to make the thing flip 90° so you can run 
up the walls and along the ceiling, effectively 
making the level four times larger.) The ‘useless’ 
bits are also excellent - there’s a mad fortune 
teller who charges you a fortune (yock), 
completely fails to use a stick competently and 
then warns you of bad luck just around the 
corner, whereupon you’re beaten up by a gang 
of thugs as you leave the shop. 


professional 

Judgment 

Buy Sticky Ninja or I’ll cut off your ears. Sorry, 
another flashback there. But can you take that 
chance? (Interesting idea with nice introduction 
of perennial pop culture icon, but poor character 
development and shameful underuse of available 
resources. Bringing in false school report as get- 
out because you couldn’t think of an ending is 
lazy and unconvincing. Should try harder. Six out 
of ten. A teacher.) H 



tedious nitpicking 

But. Er, but. Er, but the manual’s really annoying. 
It’s been ‘interpreted’ in a very American sort of 
way, with lots of bubbly, chummy and entirely 
crap jokes like characters called Fur Man Chu 
and Tanaka-U-Out. It genuinely does jar with the 
Japaneseness of the game itself (as does the 
redrawn cover - all the manga figures have been 
given realistic shading and muscles and the 
whole thing just looks creepy). What’s the point? 
At least the in-game text has only been 
translated rather than ‘interpreted.’ Er. Oh, and 
when you buy something the game doesn’t keep 
track, so it’ll quite happily let you waste your 
cash investing in several useless pairs of sandals 
once you’ve bought the three needed to get to 
maximum speed. Or is it just the shopkeepers 
conning you? (It’s a possibility - there’s at least 
one fixed gambling game in there.) But that’s 
about it. Tedious nitpicking indeed. 


Okay, seasoned RPG fans may find 
it a bit short and easy, but Sticky 
Ninja is a fantastically playable 
and bulgingly packed game. 
Criminally, it’s actually two years 
old but has only just been officially 
released over here. So 
when can we 
expect to see 
the just- 
released-in- 
Japan 
sequel, eh? 










































Hurrah, it’s a cuddly, 
fluffy Disney game. 
Shall we let Jonathan 
Nash effuse about 
it? Yes, let’s. 
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Goofy chucks a barrel as a pirate kicks a block. 



Max (Goofy’s son) rings a bell to attract the bad guys. 
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Push the blocks to trip the switches. Avoid the fireballs. 


D ue to a freak continuum dilation 
effect, Jonathan has won a free 
holiday with the Tim and Tom Time 
Time Travelling Tourist Agency, 
visiting famous events through 
history. He has decided to take along Goof 
Troop so he can spend as long as he likes 
writing it and still hand it in years before it’s due, 
the rapscallion. 

(Scene: Dealey Plaza, downtown Dallas, Texas. 
Midday, November 22nd 1964. The group 
shimmers into view.) 

Tim: Oh, hang on, wrong day. (The group 
shimmers out of view.) 

(Scene: Dealey Plaza, downtown Dallas, Texas. 
Midday, November 22nd 1963. The group 
shimmers into view.) 

Tim: Right, here we are. 

Jonathan: Excellent. (He looks at the cart.) 
Hello, it’s a puzzle game. 

Tim: If you look to your right you’ll see we’re 
passing the assassination of John Kennedy. In 
fact, we’re standing just to the left of the very 
grassy knoll behind which the second gunman 
was hiding. 

Tom: Slight miscalculation, Tim, we’re actually 
standing on the knoll itself. 

Hidden gunman: Get out of the way, you fools. 
(Fusillade of shots. Hidden gunman’s bullets 
ricochet off Goof Troop cart and Kennedy 
escapes unharmed.) 

Tim: Blimey, we’ve changed the course of 
history. Apparently Kennedy went on to be re¬ 
elected in 1964 and started World War 3 in 1967. 
We’d better go back in time and prevent 
ourselves from preventing the assassination so 
the civilised world doesn’t end in a premature 
nuclear apocalypse. 

Jonathan: My game doesn’t work. 

earlier 

Tim: Well, here we are twenty minutes in the 
past. Remember, when we appear, jump us and 
bundle us to the ground so the gunman has a 
clear shot. 

Tom: Slight miscalculation, 

Tim, we’re actually back in 
the 1950s outside a Marine 
Corps recruiting office. 

Particularly ironic as I used 
to be in the Marines. It was 
the most depressingly 
miserable period of my life. 

If I had my time over again, there’s no way I’d 
join the Marines. 

Potential Marine recruit: Good Lord. (He goes 
home instead.) 

Tom: Well, let’s not stand here jawing. Back to 
1963 everybody. 

Jonathan: Stopping off in 2012 on the way, so I 
can buy another Goof Troop at a bargain price. 
Tim: Righto. 

2012 

Sales executivebloke: Goof Troop, eh? Smart 
choice, sirbloke. It’s a highly polished game with 
loads and loads of single-screen puzzles, where 
you have to slide blocks on to buttons to open 
doors or hurl barrels at pirates, and there are 
treasures to collect and gates to unlock and 
ropes with which to form bridges and stuff like 
that. A barg at only four poundblokes. Seven if 
you want the five-year guarantee. 

Jonathan: Only if I get to pick the years. 

Tim: Back to 1963. 

1963; the knoll 

Tim: Steady... steady... here we come. Right, 
now. (They leap forward as the old group 


appears on the knoll. The hidden gunman has a 
clear line of sight, but misses because Kennedy 
is not lolling to one side: there have been no 
shots from the Book Depository.) 

Tom: This is exasperating. 

Tim: Wait, of course, the potential Marine recruit 
must have been Lee Harvey Oswald. If he didn’t 
join the Marines he couldn’t have become 
involved in the plot. 

Tim 2: Back to the 1950s. 

Jonathan: I’m never going to get to review the 
game at this rate. Look, everyone, the crew of 
the Marie Celeste. (He lunges for Tim’s control 
device and sends them all into null time.) 

null time 

Jonathan: Right, at last. Well, there’s no 
denying Goof Troop lives up to the hype. It’s an 
extremely polished game. As an example, you 
can kick blocks around and throw objects to 
knock the pirates off the screen. But they can do 
the same to get you. And, better still, if they 
mistime things, they can knock off other pirates. 
Tim and Tom and Tim 2 and Tom 2: Hurrah. 
Jonathan: But there’s more. You can collect 
continues and power icons, and if you get 
enough power to fill your meter, you gain an 
extra life. And there’s a simultaneous two-player 
option, and if you leave a room an incomplete 
puzzle resets so you can have another go if 
you’ve messed it up. And there are passwords. 
But it’s a boring and monotonous game because 
it’s far, far too easy. “Hello,” you might think as 
you come across an interesting-looking screen 
involving all sorts of new and exciting things you 
haven’t seen before, “this should be fun. Oh 
dear, I appear to have completed the puzzle.” 

I went through the entire game on my third go, 
and that was without the benefit of a second 
player. (Things liven up with such a player - 
you’re scurrying to knock off the pirates along 
the most profitable route and uncover the 
goodies before the other bod even though you’re 
supposed to be co-operating - but the basic 
flaw of everything 
being far too easy 
remains.) 

Tim: But isn’t it 
aimed at those so- 
called ‘younger’ 
players? 

Tim 2: Exactly what I 
was thinking. 

Tom: Unsurprising, really. 

Tom 2:1 concur. 

Jonathan: Well, yes, you could present that 
argument. But I’d have to laugh mockingly at you 
for doing so. The gameplay is very linear - 
although there are up to four exits from a room, 
you really do have to visit them in order to get 
enough equipment to progress to the next part. 
So if you take it that these ‘younger’ players (and 
I use the term patronisingly) would find the 
puzzles harder, they’re going to be terribly 
frustrated by coming to a complete stop. And 
there’s also an embarrassingly fiddly and 
annoying fault with the control method - both 
kicking and picking up an object are controlled 
by the same button, the result depending on 
how close you are to something. If you get it 
wrong (all too easy with the slightly odd 
perspective) you have to hit the button again to 
get back to a neutral position before you can 
correct your mistake. By this time, of course, 
something terrible has happened, like being hit 
by a flying barrel or completely losing interest in 
the game or something. 

So it doesn’t work for either ‘experienced’ 
players or ‘younger’ ones. It’s a pity to shoot it 
down, but there you go. Hey, what a link. 

Tims and Toms: Shush. 


Well, yes, you could 
present that argument, 
But I’d have to laugh 
mockingly at you for 
doing so.” 















1950s 

Tim 3: If I had my time again, there’s no way I’d 
join the mmmphhh. 

Tim: Take no notice of him, my lad. I joined the 
Marines at sixteen and look where I am today. 
Potential recruit: You’re standing here holding 
what your identical twin brother by the throat. 
Tim: Exactly. 

Potential recruit: All right then. (He enters the 
recruiting office.) 

Jonathan: Did I mention the funny bit when you 
kick an immovable object and you do a sort of 
pained dance and your eyes light up and 
everything? 

Tom: No. 

Jonathan: Oh well. 

1963; a back garden 

Lee Harvey Oswald: Marina, come and take a 
picture of me. Marina, where are you? Here, hold 
these a moment. 

Jonathan: Blimey, it’s a high-powered rifle and 
a glass of water. 

Tom: Slight miscalculation, Tim. 

Tim: Off we go. 


1963; the book 
depository 

Tom 2: At last. 

Tim 2: The records show that Oswald did indeed 
join the Marines and continue his life as normal. 
Everybody except Jonathan: Hurrah. 

Jonathan (tardily): Hurrah. 

Tim: Hang on, there’s nobody here. 

Tom 3: Heavens to Betsy, it couldn’t have been 
Oswald after all. 

Tim 2: But there’s nobody here. 

Jonathan: Ooh, look, you can see the 
motorcade from here. Yoo-hoo, Mr President. 

Oh, damn and blast. 

Tom 3: What happened? 

Jonathan: The rifle went off in my hands. All I 
did was this and this and this. Oooh, it’s 
happened again. And I’ve dropped the glass of 
water. Lucky that chap had an umbrella really. 
Tims and Toms: Duck, Jack, duck. 

Jonathan: Oh dear. Er, did I mention the funky 
and atmospheric music? Oh, I’ll never be able to 
hold up my head in public again. 

Tim 3: A bit like Jack, actually. 

Everybody: Tchhh. H 



There really is nothing to Goof 
Troop. It looks and sounds lovely, 
and generally plays very well. But 
it’s ridiculously easy for 
‘experienced’ players and has an 
irritatingly fiddly control flaw 
bound to annoy 
‘younger’ oi 
So it’s very 
‘average’ 
then. Yes. 

Very 

‘average.’ 
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Very nicely programmed, with 
Mario fCarf-esque Mode 7 scrolling 
used to extremely good effect. Too 
thin and too easy to make it any 
where near worthwhile though, 
and should we be encouraged to 
shoot those cute little 


Cute dinosaurs, plumbers and powerful firearms. Yeah. 


Shoot, Yoshi. Shoot like a gun toting maniac. 


Hide, Yoshi, hide like the wind. (Go away now. Ed.) 


only carried on because I had this review to do, 
it’s not likely you’ll go back to it either. 

There’s a two player option, but it’s a far cry 
from offering any further longevity. Player one 
uses the Super Scope to bring down the 
baddies, while player two uses the joypad to 
guide Yoshi. All that’ll happen is that the guy 
with the joypad will constantly be going “let’s 
have a go with the gun”, and the guy with the 
gun won’t let him. So, you’ll finish it in a day or 
two, and then never want to play it again. If you 
think that’s worth the forty quid, go ahead. As for 
me, I’d rather buy another copy of Mario Kart 
with the money. 

Another thing that we noticed was that after 
playing for a long time we got eye strain and had 
to continue playing by shooting from the hip. Still 
it reminded us of James Caan in El Dorado. 11 


T hey’re all friends, you see. It’s 

obvious, the clues are all around 
you. Look at the intro screen to 
Mario All-Stars ; a mysterious 
silhouette is illuminated to 
profoundly reveal the entire cast, Bowser, 
Koopas, Mario and all, chatting happily 
together at what appears to be some sort of 
dinner party arrangement. Then there’s Mario 
Kart, where they’re all racing against each other 
in harmless little go karts and obviously having a 
bit of a laugh. If Mario really wanted to knock off 
Bowser, he’s had plenty of opportunities by now. 
It’s just like Tom and Jerry, they love each 
other really. 

Which is why I find it particularly upsetting 
that for Yoshi’s Safari I’m being asked to sport a 
shoulder mounted firearm and blow every one of 
the suckers out of the sky. It upsets me jumping 
on a Koopa’s head, but blasting him into tortoise 
jam with a bazooka ingenders paroxysms of 
guilt. The bazooka in question is the Super NES 
Nintendo Scope. If you haven’t seen one of 
these, it looks like something out of the 
Terminator, and is designed to make you look 
even more conspicuous while playing games. 
Not with this can you furtively crouch in front of 
the couch with your joypad concealed cunningly 
in your palms, ready to drop the whole thing 
when your girlfriend comes round. No, I’m afraid 
you’ve got to be prepared to look a bit of a wally 
in your living room with the Super Scope. 


Mario Kart. Very similar. Except, as Mario you’ve 
got your high powered light emitting weapon, 
and you shoot into the screen at the “baddies”, 
who launch at you in various attack formations. 
It’s almost like Mario in a virtual reality 
environment, and gives a penetrating insight into 
what all those Mario platform games would look 
like if you were actually in them. 

All the cannon fodder you encounter are 
familiar, from the flying Koopas to the cloud 
which drops spiky hedgehogs, and eventually, 
after completing all of the 12 levels, Bowser 
himself. The motivation is another “kingdom- 
taken-over-and-magic-gems-kidnapped-by-Bow 
ser-and-his-heavies” scenario. You can take the 
first seven stages in any order you like, and then 
levels eight to eleven follow. Before you start, 
calibrate your weapon, by aiming at the 
onscreen target, then when you’ve set up your 
sights to your own satisfaction, you’re off. 

so it’s mario kart with 
guns, then? 


virtual 
reality 

You are Mario. Not just 
controlling Mario, as you do 
in the side-on scrolling 
platform classics, but in 
some metaphysical sense 
you actually occupy the 
space which he would occupy in the same 
circumstances. I don’t want to go too far into the 
ontological implications of all this, but put 
simply, you (Mario) are riding on the back of 
Yoshi, in a game view very similar to that of 


Well, yes, I suppose it is really, but there’s a lot 
of the subtlety and wonderful design of that 
game missing. Your course is pre-determined, 
although occassionally you’ll come across a 
junction, with a barricade which you can shoot 
to determine which of the two ways you go. The 
only actual gameplay element is shooting. There 
are floating question marks which give you all 
_ the usual bonuses 

It upsets me Jumping on 
a Koopa’s head, but 
blasting him into 
tortoise Jam with a 
bazooka ingenders 
paroxysms of guilt 


99 


©1993 


TURBO c=> 


when you shoot 
them - power-up 
mushrooms, 1-Ups 
and coins - and 
some of the 
bonuses are saved 
specifically for the 
end of level boss, 
where they come in 
more handy. On the course itself you’ll find jump 
squares, double chevron dash zones, and 
sometimes the two occur closely together when 
you need to jump large expanses of water or 
lava. This requires a little skill, but in terms of 
any interaction with the environment, that’s 
about your lot. 

It’s fairly good fun. Very arcadey, zappy, and 
mildly satisfying. What it soon becomes is, er, a 
bit tiresome. The lack of depth in the gameplay 
department really starts to show after a few 
levels, and you do wish there was something 
more to do. A worse, and more fundamental flaw 
than this however, is the phenomenal ease at 
which you fly through the game. I actually 
finished it in one sitting, and the rest of Game 
Zone will tell you that I’m not a fearsomely gifted 
games player (they are, of course, lying - I am). 
Given that the gameplay wears dangerously thin 
about a quarter of the way through it, and that I 

































The first of the other virtual flying/shooty bits, this must be completed to 
gain access to the VSI warehouse itself, taking you one step closer to the 
dreaded cyber-god himself. 


A series of platformy/shooty bits, with the odd iq test bit and some virtual 
flying and virtual flying/shooty bits thrown in. You start at Doc Angelo’s 
house and must battle your way towards the VSI warehouse where Jobe is 
attempting to enter the world computer net. 
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There really isn’t any 
quirky, witty or even 
slightly ridiculous reason 
why we gave The 
Lawnmower Man to Andy 
Butcher to review. We 
tried to think of one, we 
really did, but we Just 
couldn’t. So there. 

F or those of you who haven’t seen The 
Lawnmower Man (the movie), here’s 
quick synopsis: Doc Angelo is a jolly 
clever but slightly naive and idealistic 
scientist doing research on virtual 
reality and its potential for education. His work is 
funded by a mysterious government agency 
called The Shop, through a convenient front in 
the form of Virtual Space Industries. Angelo is 
appalled to discover that his work is being used 
to increase the intelligence of chimps in order to 
use them in military applications, and leaves to 
continue his work alone. 

He encounters Jobe, a mentally retarded 
gardener, and persuades him to take part in the 
experiments. Jobe does amazingly well, gets to 
be the cleverest person on Earth and starts to 
develop weird psionic powers, goes a bit nuts 
and kills some people. Eventually he transfers 
his mind completely into the computer system at 
VSI, and despite Angelo’s best efforts, escapes 



Remember, kids - always avoid flamethrowers. 



The key thing to remember about these sections is that 
you won’t actually hit anything... 


into the world computer net to become a cyber¬ 
god. Or something (phrase used ®, © and ™ 
Jonathan Nash 1993, all rights recognised). 

There was some controversy because the film 
claimed to be based on a Steven King short 
story which had virtually nothing in common with 
it except the title, and a short law suit ensued. In 
fact, the film actually has very little to do with 
cutting the grass, and neither does the game. 

The Lawnmower Man (the game) is actually 
unique, being based not just on The Lawnmower 
Man (the movie), but also on The Lawnmower 
Man 2 (the movie as well), 
which hasn’t actually been 
finished yet. The plot is a bit 
hush-hush at the moment, 
but based on what happens 
in the game it seems that 
there’s a new baddie, Jobe 
turns out to be a goodie after 
all, and The Shop and VSI are 
all tied up in it somehow. 

But that’s enough largely irrelevant 
background about the film(s) and the game’s 
relation to them, let’s get on with the review. In 
The Lawnmower Man (the game, from now on) 
you play the good Doc Angelo, or you and a 
friend get to argue over who plays the Doc and 
who plays his sort-of-love-interest, Carla. Either 
way, the game has two main sections. In the first 
you have to fight your way into the main 
computer room at VSI in an effort to stop Jobe 
from escaping into the computer net. You fail, 
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...unless the little cross is lined up on a wall, like in this 
example here. Ooops. 


which is just as well, because if you didn’t 
there’d be no second section, in which you team 
up with Jobe to beat the newly emerged baddie, 
Doomplayer (sort of a cyber-satan to Jobe the 
cyber-god, but I can’t say that because it might 
offend people of a religious disposition... oops). 

The Lawnmower Man is a game of sub¬ 
games, all of which are linked together to form 
the actual game itself. As such, it’s probably 
best to have a look at each of the sections in 
turn. Well, let’s hope that’s what would be best, 
because that’s what we’re going to do... 


horizontally 

scrolling platform shoot ’em-up. These bits are 
the sections that link most of the other sub¬ 
games together, and in two-player mode you 
both play simultaneously. Your controls consist 
of running around, jumping and shooting. In an 
attempt to slow your progress, Jobe releases 
various baddies, which you have to avoid or 
shoot. As you progress you find various power- 
ups and data disks. The power-ups are the usual 
stuff - better weapons, extra lives, temporary 
shields and that kind of stuff. Collect enough of 


... a cyber-satan to .. 

Jobe the cyber-god, 'V® 

but I can’t say that snooty 

because it might offend bits 
people of a religious 
disposition... OOPS. ” friend, the 


Yep, it’s our old 
movie-licence 



This is a huge platformy/shooty bit, where you have to work your way This is the big showdown bit, where you make your preordained to fail 


around a set of moving platforms, dodging the guards and dealing with attempt to stop Jobe from escaping into the world computer net. 

I various robotic security systems. There are some more iq test bits, and four 

more virtual flying and virtual flying/shooty bits. 
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the data disks and you’ll be awarded a ‘virtual 
cyber-suit’, which means you can get hit once 
and not die. At the end of some of these 
sections there are basts to be defeated, most of 
which have a tenuous link to the movie. These 
sections aren’t the best part of the game, but to 
be fair they’re not that bad, either. The graphics 
are smooth and fast, and there are some very 
neat effects - the way the cars bounce when you 
jump on them is nice, and the heat haze coming 
from the flaming body of one of the basts is one 
of cleverest effects I’ve seen on the SNES. Some 
of the levels have a puzzle element as well, 
where you have to work out exactly how to get 
to the end. Like I said, they’re not bad. 

the IQ test 
bits 

These take the form of 
terminals scattered 
around some of the 
platformy bits, and you 
have to find and complete 
all of them to finish the 
game. When you walk into them the screen 
changes to a series of simple iq tests, with a row 
of three numbers or shapes along the top, and a 
choice of four more along the bottom. 

You have to select the next in the sequence 
shown from these four, and complete all of the 
tests within the time limit. Once you’ve 
completed it the terminal explodes, releasing a 
shower of handy power-ups. In two-player mode 
only the player who reaches the terminal first 



The game is scattered with digitised pics from the film, 
that look jolly nice indeed. 


actually plays, and the other player screams 
suggestions in a particularly off-putting manner. 
They’re not bad little puzzles, but once you get 
the hang of them they’re not really much of a 
challenge, and the graphics are awful - really 
yucky colours and sparse shapes. 

the virtual flying bits 

These normally form a link between one 
platformy section and the next, but some allow 
movement from one area of a section to another. 
They’re entered by finding a red ‘access denied’ 
hexagon, shooting them until they turn into 
green hexagons and then walking into them. 

Once again, in two- 
player mode, only the 
player who actually 
gets there first plays 
the section, and the 
other player can sulk 
and look smug if you 
die. 

These sections are 
the best looking bits of 
the game, with the 
exception of the virtual flying/shooty bits below. 
You have to navigate through an into the screen 
3D course - hit something and it’s minus one life 
and back to the start. 

The 3D is breath-takingly smooth and fast, 
easily equalling Starwing, and this cart doesn’t 
even have a DSP chip, let alone an SFX™. The 
sensation of flight is superb, and you find 
yourself leaning from side to side in a desperate 
and rather ridiculous looking attempt to make it 
through. However, the way that one collision 
spells death is rather frustrating at times. 

the virtual 
flying/shooty bits 

These are just the same as the virtual flying bits 
above, and occur in the same places, but this 
time you’ve got a gun, and at various points you 
slow to a stop and virtual battlechimps pop out 
from behind the walls and shoot you. 

Blast enough of them into virtual atoms and 
you can proceed. In these sections you can take 
a number of hits before you die, either from the 
battlechimps’ guns or stray scenery, and this 
makes them much more playable, as well as 
having the added appeal of shooting things and 



Eat virtual plasma cannon fire, evil virtual battlechimp 
things from hell. 


graphics of the same amazing quality. 

the other virtual 
flying/shooty bits 

These form levels in themselves - one occurs 
over a flat playing area and another involves 
flying down a tube. They’re the most familiar for 
people who’ve seen the movie, being based on 
the racing games played by Jobe and the little 
kid, whatever his name was. 

You see yourself from behind in a Starwing- 
like view, and have to dodge past or around 
various obstacles, shooting open doors and 
dealing with strange virtual baddies, as well as 
the odd gang of battlechimps. The graphics are 
not as impressive as the first virtual flying 
sections, but are very fast and bright, and these 
sections are fast and furious fun. 

the racey bit 

There’s only one racey bit, and it takes the form 
of a top-down horizontally scrolling driving 
game, with you on a motorbike or in a car, 
depending on your fancy. Baddie cars try to stop 
you, and you can shoot them with your normal 
gun or with the handy missile launcher pick-ups 
that lie scattered about on the road. 

There are also turbo boosts, which double 
your speed and virtually guarantee that you’ll 
ram into something. It’s not a bad section, but is 
probably one of the weakest in the game 
nonetheless - there’s nothing very wrong with it, 
it’s just average, that’s all. 


The sensation of flight 
is superb, and you find 
yourself leaning from 
side to side in a 
desperate and rather 
ridiculous looking 
attempt to make it... ’ 



This is the racey bit, in which you scream across suburbia to The Shop’s This is the second other virtual flying/shooty bit, and as the name of the 

secret headquarters in the VSI complex. There are lots of baddies trying to level gives away, it occurs in a tube. The level must be completed to gain 

run you off the road, and a fair smattering of pick-ups. access to The Shop. 
















There he is, the evil Doomplayer himself. He 
might think that he’s pretty scary, but it’s 
those psychadelic backgrounds that are the 
real danger, let me tell you. 
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the big showdown bit 

The first big showdown occurs about halfway 
through the game, where you make your 
doomed attempt to stop Jobe from escaping. In 
an into-the-screen shoot ’em-up more than a 
little reminiscent of Space Harrier , you confront 
Jobe’s head (just what’s happened to the rest of 
him is never explained, but hey, this is a virtual 
world after all). 

After pumping him full of enough bullets he 
retreats for a moment, allowing you to zoom into 
the grid of access points in the background, 
hopefully steering through one and closing it off. 
The section is quite reminiscent of the other 
virtual flying/shooty bits above, in the sense that 
it’s fast and furious. However, it does get a bit 
repetitive after a while, and the way you’re 
doomed to failure from the start (Jobe always 
escapes just as you close the last access point) 
does make you wonder why you’re bothering in 
the first place. 

the even bigger 
showdown bit 

This is it, the final confrontation with the 
Doomplayer. It’s a vertically scrolling shooty bit, 
and as the big bast himself zooms around at the 
top of the screen unleashing virtual death in your 
direction, you in turn have to shoot him to bits - 
literally. There are various power-ups scattered 


throughout the level, as well as what look like 
huge metal conkers with their shells on to 
dodge. The graphics are okay, apart from the 
swirling background, which is excellent and 
inadvisable to stare at for too long, and they way 
you blast bits off of the Doomplayer, which is 
amusing if rather morally dodgy. It’s a bit of a 
weak section, though, which is a shame 
considering how much work you’ve had to put in 
to get here. 

the whole bit 

The Lawnmower Man is a good game that just 
falls short of being a great one. It’s very hard to 
make a sub-game game work, but this one does. 
It doesn’t, however, work perfectly. The game is 
very tough, and there’s a fair amount of learning 
involved. Some of the sub-games are quite 
frustrating, especially the virtual flying bits, 
where one collision kills you. If all of these 
sections had been virtual flying/shooty bits, but 
with more dodging around buildings, it would 
have been a lot more fun. Also, the final 
confrontation with the Doomplayer is really quite 
weak, and would have benefited from being a 
virtual flying/shooty bit with a big Doomplayer in 
the background. 

Having said all that, though, The Lawnmower 
Man is still great fun to play. It has some 
amazing graphics, the sound is uniformly 
excellent, and the sub-game system does mean 


that it avoids being repetitive. I really enjoyed 
playing it, but be aware of its drawbacks before 
you buy it. Which is another way of saying ‘try 
before you buy’ pity that, we hate that sort of 
cliche here at Game Zone. H 
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The Lawnmower Man attempts to 
do two very difficult things - be a 
good film licence, and a good sub¬ 
game game. It manages both, but 
not without some problems. 
Despite these, though, it’s an 
absorbing and 
strangely 
compelling 

game that’s ^ 

well worth m 
taking a m 

look at. ■ 



The final platformy/shooty bit. Initially appearing to be just a normal office Having reached the Doomplayer’s VR chamber you must fight and destroy 

block, you find yourself attacked from all sides by guards, psionically him to win the game. This is the even bigger showdown bit, which is 

controlled furniture and even rogue vending machines. There are also the unfortunately a bit of a let-down. Oh well, 
last of the IQ test bits, and a specially extended virtual flying bit. 
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Chun Li fends off the deadly bottom attack. Ooh. It’s the squat jumping stormtroopers display team. Uh oh. 


The biscuit of the 
month is the oven 
ready chicken 






Not only is Daniel 
Pemberton chief 
director of the 
‘Raising awareness of 
the Oven Ready 
Chicken campaign’ 
but he’s also the 
same chappie who 
writes PG Tips. 
Spooky eh? 


I had a visit from God last night. He told 
me that the common oven ready chicken 
was going to take over the world. I rubbed 
my chin, but to my surprise, in the 
morning I found the world HAD been 
taken over by oven ready chickens. 
Actually I didn’t really, I just thought it’d 
be a bit more intresting to read that the 
usual blurb about tips, which goes 
something like this: 

You send us ail your top tips, guides, 
solutions and oven ready chickens. You 
do this ‘cos you know that not only are 
you going to gain fame and fortune, but 
you’ve got a jolly good chance of winning 
a free cart for your system. And a packet 
of biscuits, if we can be bothered to go 
and get them. So send it all pronto to: 


Gimme, Gimme: 


Although rather simple, the following tip from 
Tony Callaghan is actually remarkably useful. I 
bet you always though that once you’d turned a 
Lemming into a stopper the only way to get rid 
of him was to blow him up? Well you’re wrong, 
as if you dig away the ground from underneath 
him, the stopper will fall and turn back into a 
normal Lemming. Then quickly turn the digger 
into a builder and he’ll build a bridge out of the 
hole he’s created and everything will be back to 
normal. Hopefully. Also, Tony adds that he 
wonders if any readers out there have noticed 
the similarity between a Lemming and an oven 
ready chicken, because he certainly has. But 
then that’s his problem. 


If anyone is stumped over what they 
should tip for us, some of the followings 
could do with some nice big solutions, 
please. Oo, remember that you’ve got 
more chance of winning the free cart if you 
do a really good guide to any of these: Dr 
Franken (SNES), Might and Magic II 
(SNES), Flashback (SNES) and Oven Ready 
Chicken Simulator II. 


super turrican 

The words Super Turrican , level skip cheat, 
Marcus Powling and oven ready chicken have a 
lot in common. Well, maybe not so much the 
oven ready chicken bit, but Marcus says that if 
you’re stuck on a certain level of Turrican then 
perhaps you should try his rather handy level 
skip cheat. To miss a level during the game 
press Start to pause it and then press Right, 
Left, Down, Right, A and then Start again. You 
should then hear some music and, if it’s worked 
correctly, you will be transported to the next 
level. Hurrah! 


Can’t say I’ve heard of this game, but Russell 
Groom obviously has, as he’s discovered a code 
which gives you $400 to spend on all sorts of 
nice things, like furry slippers for your gran, a 
teddy bear for your sister and an oven ready 
chicken for your mum. Actually that’s not true as 
you’re probably going to spend it ninjascopic 
double nasal crunch death moves. 

And if you’re wondering what ninjascopic double 
nasal crunch death moves, to buy, here’s a 
couple of hints: 

Stone Hands give you a fast punch, Aero 
Circus for a somersaulting jumpattack, Fatal 
Steps allow you to stramp on the enemy, Javalin 
Man lets you throw your enemies, Grand Slam 
gives you a fast hit with weapons, Dragon Feet 
for fast kicks and Dragon Breath for no friends. 

Anyway, I’m sure that you wouldn’t mind that 
code now, and it looks something jolly like this: 

zp60jxA’RpB’p NrONUmeCkX R+RosrgnSFR 


street fighter II turbo 

I can’t remember what stage it’s on (I think it’s 
China), but in the background there’s a bloke 
doing ‘something’ with what appears to be an 
oven ready chicken, or a chicken jolly nearly 
oven ready. Unfortunately due to the average 
age of our readership I cannot go into this in 


YOUR RCCESS CODE FOR LEVEL 14 
IS KXUXLJ4 


Woah, Crrraazy Lemmings action galore checkidout. Ahh. 


more detail. I can go into however a rather top 
tippette from Richard Norris, which allows you to 
turn off individual moves. To do this on the 
Handicap and Stage Select screen press DOWN, 
R, UP, L, Y AND B on the second controller. You 
should hear some ding dong sounds or 
something to indicate that this has been done 
correctly. The screen should then change to one 
where you can decide which moves you want to 
turn off or leave on. And if that’s not exciting 
enough you could always go to the China stage 
and see if I was right about that chicken. 


super star wars 

“Oh no! Not that old Star Wars cheat again. 
That’s older than a ten month old oven ready 
chicken.” Well, it’s actually a sort of new one, 
supplied by none other than Jonathon Baldwin. 
First off do the character selection cheat on the 
title screen, which happens to involve pressing, 
A, A, A, A, X, B, B, B, B, Y, X, X, X, X, A, Y, Y, Y, Y 
and B. You should then hear a sound to indicate 
that it’s been activated. Now, (here’s the new bit 
folks) if you press L and R on controller 2 on any 
level except the driving ones, you’ll enter the 
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Don't Gimme, Gimme: 

Unfortunately I have to be all nasty and horrid 
sometimes, and this is one of those times. So 
don’t gimme, gimme: 

© Anything to do with Mario whatsoever. Or 
any SFII super turbo mode cheats. Or Zelda. 
© Any cheats without the name of the game 
AND the format it’s on. 

© Unreadable handwriting. 

© Rubbish cheats that are more mouldy than 


game debug mode. Also, still on controller 2, 
press A, B, Y and X simultaneously for 
invincibility. Once you’ve got that try pressing 
Start to skip to the next level. Hurrah! 

raging fighter 

Long time PG tips fans (which I’m sure there are 
many. Honest) will no doubt be laughing aloud 
when they hear that Konami is still trying to pull 
off the same old cheat mode. I know l did. Well 
that’s a lie, but it doesn’t really matter does it? 
Anyway for those ‘new kids’ who don’t know 
what it is I’d better tell you. 

On the title screen enter UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, A AND B. If 
this has been done correctly you should see a 
new option, ‘Command On’. Select this and you 
can play fighter vs the same fighter. And if you 
don’t want to do that, you could always go and 
cook an oven ready chicken. 

cybernator 

I haven’t got a clue how I’m going to fit those 
immortal words “oven ready chicken” into this 
tip, so I won’t bother. Instead I’ll concentrate on 
telling you the rather top tip that Carl Walker has 
sent in. 

On the game start option screen, hold Up and 
L and R. Then press start and you’ll activate a 
cheat. What that cheat is, is anyone’s guess. 

B.O.B. 

“Dear PG Tips,” writes Edward Bray “after 
finishing the rather nice oven ready chicken my 
mother cooked for me for supper I discovered a 
rather spooky cheat for that popular console 
game commonly known as B.O.B. I found that if 
you go to the continue option and enter the code 
196420 it will acknowledge an invalid code. 


WIN!! A STICKER!! 

Yes, it’s true, you, the average Game Zone 
reader has got the chance to get their 
hands on a sticker of some sort. Calm 
down, because unfortunately we’ve only 
got one to give away, so the winner will 
have to be drawn out of a hat or 
something. Anyway to win this great 
sticky, sticker type thing, simply find which 
item of food seems to be popping up quite 
a lot in this month’s tips. Once you’ve 
found out what it is, send your answers to 
Oven Ready Chicken competion, at the 
usual address, and you’ve got the chance 
of winning, wait for it... a sticker!! 


a 10 year old banana. 

© Your initials. FULL names please or we 
start ‘inventing’ names, (i.e. E. Smith, 
becomes Engleburt Smith, or something 
equally nasty). 

© A streetmap of Carshalton town centre. 

© A rusty old bus ticket. 

© A folded and crinkly kettle. 

© Wait a minute I think I got those mixed up. 


“What use is that?” my brother cried when I told 
him. Well, I told him that when you start the 
game you’ll find you’ve been powered up to 
maximum. That shut him up.” 

hook 

Douglas Clucas has got a cheat for Hook on the 
Gameboy, but we’re not going to print it. Instead 
I’ve decided we’ll print 101 things to do with the 
left overs from an oven ready chicken. (No you 
won’t. Ed.) Ooo, O.K. then, you’ve twisted me 
arm. On the map screen move onto the level you 
want to skip and hold down Start and Select at 
exactly the same time. (If you don’t do it 
simultaneously you will just start the game as 
normal.) Then release and push the direction you 
wish to travel in. You can use this cheat on every 
level, even the pirate ship, but if you do it here 
you won’t complete the game. Therefore if you 
want to see the end screen you’ll actually have 
to do some work. Tsk, tsk. 


prince of persia 

Go to the password screen and enter the code 
SPECIAL. It will then be rejected. Useful eh? 
Now cancel it and press pause. You should then 
type in button B, Y, UP, DOWN, LEFT, RIGHT, L 
AND R. You will then hear a noise if it has been 
carried out correctly. Now hold down Start, and 
with this depressed press Start. You should now 
have a level select, so all you cheating buffons 
out there stuck on level 4 or something can 
simply skip to the next level. Hurrah! The man 
with the oven ready chicken is Brian Devine. 


battletoads: 

battlemaniacs 

Being creatures of the animal variety, I’ve heard 
that the Battletoads are very good friends with 
certain oven ready chickens. Anyway Alexander 
Tinajoh from Denmark reckons he’s got a bit of a 
top tip for 5 lives and 5 continues. To get this, 




Urgh, I didn’t think they alowed this sort of thing in 
Nintendo games. Yuck yuck yuck. 


simply wait until the title screen comes up and 
hold down Down, A and B. With these still 
depressed, push Start. You should now start off 
with the afformentioned goodies in the life 
stakes. 

firepower 2000 

John Samson ‘reckons’ that he’s got some 
rather nifty cheats to allow you to warp to the 
following stage and simultaneously upgrade your 
weapons. I was having none of it, but then he 
told me that if you want to do this for each level, 
simply enter the following using the L and R 
buttons on the top of the control pad: 

Level 1 - R, L, R, R, L, L, R, L, R, R, L and L 

Level 2 - R, L, R, R, L, L, R, R, R, L, R and R 

Level 3 -1, R, L, L, R, R, L, L, L, L, R, R, R and L 

Level 4 - R, R, R, L, L, L, R, R, L, L, R, L, R and L 

Level 5 - R, L, R, L, L, L, R, R, L, L, R, L, R, L 

and finally L 

John also advises you to note that this is for 
the American import version of the game, but as 
far as I know that it’s not out in Britian yet, then 
that’d be rather obvious. I wonder if you can buy 
oven ready chickens in America? 



Another tip from the man many call Tony 
Callaghan, who, in his letter, asks the probing 
question “Why aren’t there any oven ready 
chickens in this great film?” I don’t know Tony, 
but I do know that if you pause the game, keep 
Right held down, press Select, Start, A and B 
together, then B, B, Start, A, B, Start, B, B and 
Start you should be granted with Full Force 
Power. Blimey. 

nigel mansell’s racing 

Edward Bray has got more passwords to this 
game featuring the moustached grumpy bloke 
than you could shake an oven ready chicken at. 
So if you fancy like going straight to Italy, or 
even the ending credits, then perhaps you 
should try out some of the following codes: 

Mexico - LZ9ZN40LJ2541STCVL, Brazil - 
6CL732YLZ3H07VNBR9, San Morino- 
R49RGKFH.JBDSV0T79, Monaco - 
L0XJ.XVCH3L7GDCF0R, France - 
LV0ZB206FG0K62K2D7, Britian - 
TKX.B7G3VTJFS1 QSKX, Belguim - 
YMGW4BXM3BV61JR565, Italy- 
4QX4JKWXT50ZQ..K35, Japan - 
R48RR9GT7JB.BZVR4D and Ending Screens - 
PV2JTFBK4Y696H4DXY 


Climb Bob, climb like a mechanical bloke with a gun. 


Simon ‘oven ready chicken fan’ Carolin says he’s 
‘stumbled’ upon two things in this rather top 
platformer type game. “What two things are 
they?” I hear you cry. Well one allows you to refill 
your energy and the other is a password to get 
to the first castle. To top up your energy when 
it’s low, all you have to do is simultaneously 
push Up and Start. The password to get to the 
castle is A1, A4, B5, D3, E2, E6. And before lots 
of people write in complaining they don’t 
understand how to enter this code like they 
always do, it’s the grid references for where to 
put those dotty things. 

bulls vs lakers 

“This cheat,” writes Yemi Okunade “is not really 
a cheat, but it’s the codes all the way through to 
the final with the Pheonix Suns.” And as if by an 
amazing coincidence here are the codes all the 
way through to the final with the Pheonix Suns! 
Spooky or what! 

1 - 6ZVBBCC3, 2 - 6ZVBBBV2, 3 - 6ZZBBCWO, 

4 - 6ZZBBHW6, 5 - 6ZZBBFWP, 6 - 6ZZBBKWH, 
7 - 6ZXBBCWC, 8 - 6ZXBBWWD, 9 - 
6ZXBBMWJ, 10 - 6ZXBB3WG, 11 - 6Z0BBCWN, 
12 - 6Z0BDCW5,13 - 6Z0BCCV3, 14 - 
6ZOBFCVG and 15 - 6ZWBBCVL. 

Blimey, I almost forgot to mention Yemi’s love 
for oven ready chickens. 


Game Genie-Us 

Luckily for you this is an oven ready chicken 
free zone: you’ll find no mention of finely 
cooked poultry here matey, and that’s a fact! 
Anyway welcome once more to that bit in the 
mag that seems to be only read by people 
who own Game Genies, Game Genie-us. “But 
wait!” you cry, “I don’t own a Game Genie, 
please tell me more.” Alright then. The Game 
Genie is a clever gadget type thing that allows 
you to cheat on your games by entering lots of 
codes. You can get these codes from the GG 
helpline, this bit or you can work them out 
yourself. And if you do work one out yourself, 
then you can send it in here as those oh so 
nice chaps and chapesses at Hornby Hobbies 
are stumping up a prize for the best code of 
the month, which is a cart of you choice. 
Everyone else gets diddley squat, with the 
exception of their names being mentioned in 
our fabbo mag, which is darn sight better than 
a kick in the groin. So get sending in your 
ORIGINAL codes (They’ll check if you’ve 
pinched them from somewhere, and you’ll 
have got excited for nothing, as you won’t get 
a prize!) to: Kajagoogoo Fan club, Game Genie 
bit, PG Tips, Game Zone, Bath, Avon, BA1 
2BW. Oh, and please DON’T send in any more 
codes for any version of Mario on the NES 
‘cos I’m sick to death of them. 

mickey mouse in 
magical quest 

4DC40DD3 - Lamp restores magic to 
maximum. 

C23D6FD0 - Longer invincibility after being hit 
C22BADD5 - Infinite Lives 
C23E6F65 - Infinite Magic 


final fight 2 

This is a game, which as far as I know, does not 
feature any oven ready chickens whatsoever in 
it. It does feature though a rather good cheat 
(nice link eh?) which enables you to both in two 
player mode be the same character, but in 
different colours. To achieve this SFII-esque 
cheat simply press on the screen where it allows 
you to choosel player or 2 player the following 
buttons: Down, Down, Up, Up, Right, Left, Right, 
Left, L and R. 

If this has worked properly then the screen 
should turn blue. You will now be both able to 
select the same character in two player mode, 
but that’s only if it works properly. 

blazing skies 

This cheat seems a bit to easy to pull off to be 
true. If you fancy starting the game off with a full 
Marcel LeBlanc, simply select the “continue 
game” option and then go to “end.” You should 
now be fully powered up. 

Those wise words came from none other then 
Carl Walker, and look!, no mention of any oven 
ready chickens whatsoever. Wow. 


Old game alert! Bruce Nible (no, really) may be 
tipping a game that’s been in these pages more 


super double 
dragon 

DDB0D725 - Dragon Power increases faster 
D7C0DD90 - Prolonged maximum Dragon 
Power 

4A8B6DA5 - Infinite Lives (Player 1) 
4A8B6705 - Infinite Lives (Player 2 

taz mania 

6082309C - Advance to next level after 
collecting 1 kiwi. 

D930C530 - Red Bird worth 50 seconds. 
C9354540 - Infinite health 


wayne’s world 

C2690DBB - Infinite Schwings! 

D9BBD4BC - Amp power-up gives Homer 
chords 

82BB0FF8 - Invincibilty lasts longer after 
being hit. 

dynablaster 

FAF 02D 4C1 - Infinite gold 

FAC 89C 4C1 - Infinite time 

00A B7B 19A - Plant two bombs at the same 

time 

090 71B E6E - Start on level 9 


home alone 2 

006 75E 08B - Begin the game with 11,111, 
111 points. 

007 E9E 19E - Infinite hits (sort of) 

007 82E 19E - Infinite lives 


pitfighter 

008 6DA B30 - No energy loss for either player 
098 19D E6A - Set opponents energy (2nd 
letter in code) 


often than the word ‘oven ready chicken’, but 
he’s got a rather handy hint for that game 
featuring Gomez and Co. 

He says that on the River Level, you should 
jump up onto the right part of the roof and walk 
along to the end. “Why would you want to do 
this?” a nation cries in unison. Well if you do, 
you’ll be in no danger from all those nasty things 
below will you?. 

legend of the 
mystical ninja 

I hate it when I can’t read people’s names 
properly. I hate it more than I hate any Snap 
song. I hate it more than cold oven ready 
chicken. So that’s why Jody Caney, or maybe 
it’s Jody Casey, or perhaps Jody Coney, is not in 
my good books. 

Luckily though they’ve redeemed themselves 
by sending me lots of codes to this top game, 
which look jolly like this: 

Level 7 - BHKwq h:qwP nhTqd, 8Zqpp 7gqdt 
qdnmqm 

Level 8 - hrDqM oVg03 ^qJgV, 91 gzz ^tkVv 
qV%«*t 

Level 9 - o<gTL 8DLLP z^LLn, 19L** z<H6: 
LXHL* 


star trek 

000 ADC F7A - Start with 1 ship 

980 A5C 80B - Phasers begin at full power 

980 9BC 80B - Shields begin at full power 


LAUGYAAA + GASATASA - Divind sword and 
loads of olives 


AXTXEL - Ball and chain do not fall 
OZVXVLZE - Full energy capsules on pick up 
SXSATXSE - Protection from energy grids 


0AUGUZLE - Infinite Lives 


IENSGGAA - Last level (dragon) 
KENSGGAA - Level 3 with infinite lives and 
fireball 


IIIIIG - Balls bounce wrong way! 


OPSYVUGA - Floating jump 
PAXNGYAE - 1 life for every coin 
PAUYZNTA - 87 coins and extra life for every 
coin picked up. 



super mario 2 

AA1 ABC 456 - Invincibility. 
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GEX gh/he 


jurassic 

park 

the game objectives 


activate motion 
sensors 

First go to the Nublar Utility Shed. Go through 
the door almost opposite the entrance/exit, then 
through the next door opposite that and you’ll 
be in the generator room. Walk into the 
generator to turn on the power. Go to the Beach 
Utility Shed, keep moving to the north and west 
and eventually you’ll find Nedrie’s card. Go to 
the Visitor’s Centre, up the lift by the 
entrance/exit and use the terminal on level 1 to 
reboot the computer and then turn on the motion 
sensors. 


secure the visitor’s 
centre 

The raptors are getting in by an underground 
tunnel between the Visitor’s Centre and the 
Raptor Pit. Go to the very bottom of the Pit and 
you’ll find a room with a crate in the middle, walk 
into the crate to push it against the opening and 
block off the raptors. 

stop escaping 
raptors 

Go to the docks, enter and clear all the levels. 

On the second level you’ll find Dr Wu’s card, use 
this in the Visitor’s Centre to get Sec Level 1, 
then go to the ground level of the Raptor Pit and 
use the computer to call the ship back. 


destroy raptor nests 

The nerve gas bomb is in the North Utility Shed. 
Get it and then go to the Raptor Nests. Wander 
around, killing raptors, and you’ll reach the right 
place to let it off. 

radio for help 

Simply use the right terminal to radio the 
mainland. 

reach the helipad 

The helipad is down and to the right from the 
main park gates. You’ll have to jump across the 
narrow water barrier, then just keep heading 
right. 



genie, genie, let me rub you vigorously 


U sing a skilful tie-in to the 
NES price cuts, this 
month's codes are wholly 
for the NES. (What? A nervous 
reader Jumping in before his 
cue.) They've all come from 
Game Genie HQ, so they get to 
award themselves the new 
game given away as a prize. 
(What? An embarrassed reader.) 
Yes, GGHQ awards a new game 
for the best code received that 
month. So send in your 
amusingly made-up words to 
Moon-washed Apples of Wonder, 
PG Tips, Game Zone , 30 
Monmouth Street, Bath BA1 
2BW. And don't copy them from 
elsewhere, because GGHQ will 
know and laugh at you. 

battle of Olympus 

LAUGYAAA+GASATASA - Divine sword and 
loads of olives 

battletoads 

PENTAILA - Start with one life 

TENTAILA - Start with six lives 

PENTAILE - Start with nine lives 

GXXXLLVI - Infy lives 


GZNIYUSO - Enemies easier to kill 
EYKEWEI - Mega-jump 

AEKZGTPA - Super-fast punching 

AOUKENAA - Double energy from flies 

YXUKENA - Maximum energy from flies 

ZAXAAALAA - Start on level two 
LAXAALAA - Start on level three 

GAXAALAA - Start on level four 

IAXAALAA - Start on level five 

TAXAALAA - Start on level six 
YAXAALAA - Level start on seven 

AAXAALAE - Eight level on start 

PAXAALAE - Nine on start level 

ZAXAALAE - Oh, this is all so predictable 

LAXAALAE - I want to go home 

GAXAALAE - Start on level twelve 


mega man 3 

AAUGKPZA - One life 

AEUKXLPA - Infy lives 

YEVKUTGA - Mega-jump 

ZANKNIPA - Absurdly high speed 

GXVAAASA - Infy energy 

AANKNIPA - S low-motion 


new Zealand story 

XYKTISKN - Mega-jump 
SUSKLYVI - Infy lives 

AANGLLZA - Start with one life and continue 
AANGLLZE - Start with nine lives and continues 
GZEKXPVS - Infy continues 
GZVKAUSE - Use with following codes 
GAVGYLAA - Start on level two 
AAVGYLAE - Start on level three 


GAVGYLAE - Start on level four 


solar jetman 

AAKIUPAA - Level one 
AAKIUPAE - Level nine 


star wars 

SZEAYXVK - Infy lives 
GZLNLS - Immunity to spikes 
SLVUYNSO - Immunity to most bullets 
SLKLYVSO - Immunity to most collisions 
AAKLNGZA - Full energy on pick-up 
ZEOKOIPA+ZEKKXIPA - Always running 

tiny toon adventures 

AEEGSYZA - One life 

SZNOUNVK - Infy lives 

AEEPPTYA - Pick up more hearts 

SZOOSWK - Infy energy after collecting one 

heart 

VEXKUYSA+XXEKONOZ - Use with following 
codes 

IEEKXYPA - Start on level two 
ZEEKXYPE - Start on level three 
YEEKXYPE - Start on level seven hundred and 
ninety 

GOEKXYPE - Start on level five 


legend of zelda 2 

IAKOZIAI - Mega-jump 





zombies ate 
my neighbours 


Censored: Zombies Ate My 
Neighbours is going to be 
called Zombies. Jonathan 
Nash cares passionately 
about this sort of thing. 


H ello, Jonathan here. Apparently I’m 
supposed to be giving out tips for 
that entirely wonderful game 
Zombies Ate My Neighbours. Well, 

I’m not. Why on earth are you paying 
£50 for a game then expecting me to finish it for 
you? Are you some kind of imbecile? Why not 
just send me the £50 and be done with it? Now 
go away and play the game honestly. Persevere 
with it. That’s the whole idea. I did, and the 
sense of achievement when I finally defeated 
Doctor Tongue and saw the surprise ending was 
mighty in the extreme. Go on, you’ll thank me for 
it. (Reviewer is unexpectedly shot by embittered 
tips editor, but destroys detailed game notes in 
final death throes.) 

Damn his eyes. All that’s left is a general tip 
and this description of the various monsters you 
have to tackle (the objects and weapons having 
been covered most adequately in the manual). 

the general tip 

Always, always get the people first. If you’ve 
rescued at least one neighbour, you’re 
guaranteed a place on the next level. If the 
monsters get everybody, the game is over. So 
always, always get the people first. And always, 
always leave your weapon set to the water pistol 
if you don’t know what’s coming up - all bar two 
of the monsters are vulnerable to a good 
soaking, and you may not live to regret using up 
a more specialised weapon at exactly the wrong 
moment (or something equally low-voiced and 
knitted-browed). 

the monsters 

American Footballer. They move quickly, 
chuck you around a lot and are a blessed 
nuisance. Not affected by the water pistol, so 
throw footballs at them to make them rush off to 
‘score a touchdown’ (or whatever the phrase is). 
Blob. The other monster not to be affected by 
the water pistol. Use lollipops instead. Watch out 
for the arcing blobs it fires off - if they hit you, 
you can’t use anything until they disappear. 
Chainsaw Killer. Easily the deadliest monster in 
the game. Invulnerable to everything bar a point- 
blank bazooka shot (other weapons only stun 
him) and will saw through walls to get to you. 
Later on you have to coax him to do just that in 
order to reach the neighbours, a-ha ha ha. 

Count Dracula. Very nasty. Once he’s seen you, 
he follows you around as a flap of bats, 
periodically turning back into human form and 
firing at you. Takes a huge number of hits, so 
keep running away or use a monster potion. 

(One cross holds only thirty shots, which just 
isn’t enough.) 

Doll. Horrible, horrible monster. Small, fast, 
unpredictable and throws axes to boot. It’s best 


to stand on the other side of a wall and lob can 
bombs, as the dolls have a habit of bursting into 
flames and chasing after you when killed. 
Frankenstein’s Monster. Follows you and fires 
lightning bolts. A couple of bazooka shots will 
kill it, but you can outpace it easily so don’t 
even bother. 

Giant Baby. Nastier than the graboids, and 
moves completely unpredictably. Stand inside a 
building and throw bombs or use a monster 
potion or give up; lots of choice there. 

Giant Spider. This runs around a lot, spits 
poison and spins mini-webs that stick you to the 
floor. The best way to deal with it is (a) use a 
monster potion to weaken it, then stand in the 
centre of the sprite where the poison can’t reach 
you and garden strim it, finishing it off with a few 
Holy Grails and well-placed bazooka shells, or 
(b) not turn up. 

Gill Man. “Get out the water!” “Get out of the 
WATER!” Etc. (Or use a garden strimmer when 
they jump on dry land.) 

Graboid. These giant worms from Tremors 
home in on you and burst up through the 
ground. When killed they turn into skeleton keys, 
so you have to kill them to get through the level. 
If you’ve not got a monster potion, you’ve had 
it. Basically. 

Killer Other Player. Remember that random 
potion thing? Well, every now and again it turns 
you into a zombie. Mucho laughs in two-player 
mode, as the non-zombie player can’t get 
away because you both have to remain on the 
screen. Yock. 

Martian. Very easy to kill, but they fire lots of 
incapacitating bubbles and keep teleporting up 
to you in a generally irritating manner. 

Mummy. Not very bright, but tenacious. Give it 
five water pistol shots or a quick garden 
strimming to kill. 

Mushroombloke. It just follows you around. Use 
the strimmer. 

Pod Person. They look like you, but kill. So 
they’re sort of a mirror image version of you 
(unless you’re actually a murderer, of course). 
Shoot once to defeat (ie, murder). 

Purple Plant. Spits purple blobs a la, er, the 
Blob. Also spreads killer spores. Use a bazooka 
or garden strimmer. Interesting but mostly 
useless fact: the plants often hide bonus items, 
but you don’t need to kill the plant to get them. 
Just run past it very closely. 

Spider. Evilly fast and very hard to shake off. 
Just one shot to kill, but the hard part is hitting it. 
Werewolf. They leap around a lot, so if you keep 
moving you should be able to shake them off. 

But you don’t. Or do you? No. So garden strim 
them instead. 

Zombie. Basic monster, susceptible to a single 
shot but always travel in packs. They’re 
invulnerable until they pull themselves from the 
ground, so hold back until you see the off-grey 
of their brains or something. 

the moral of the story 

Never run out of garden strimmers and always 
have a monster potion to hand, and don’t 
frighten small animals for they may be magicians 
from the land of the pixies.il 
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So tell us Nintendo, 
what’s so hot 
about your line 
then? 

The Nintendo Hotline is a gamesplayer 
support line. If you’re stuck on a game, or 
having trouble getting past a particularly 0 
tricky bit, can’t find the warp whistle on 
level 6-3 or need to know where the magic 
feather is in the Warthog’s castle, then 
these are the people to ask. 

They aren’t there to solve your games for 
you, that bit’s supposed to be fun and the 
reason you’re playing in the first place. The 
Hotliners will help guide you through a 
game, not only solving your problem 
revealing a little more about the game as 
they go. Which is why they’re called Games 
Counsellors - which to be honest sounds a 
bit limp - and not Cheatsters - or something 
trendy like that. 

So why not give them a call? 

The Hotline is open: 

12 noon until 8pm, Mondays to Friday’s 
10^m until 3pm, weekends and Bank 
Holidays 

and the all important number is.... 

0703 652 222. 

All calls to the Hotline are charged at 
local call rates. And although they’ll help 
you as quickly as possible, if you don’t pay 
the phone bill make sure that you get 
permission before calling. 


parti 

I want help 

Dear Mr Hotline, I need help on:. 

I’m playing it on the SNES.Game Boy.NES. 

My specific problem is:. 


(Please include as much info as you can. The more precise your description, the more precise the help they’ll be able to give. So 
mention level/world numbers, describe in detail the actual screens involved and what your problem is.) 

part 2 

I want a prize n 

Please, please, please put me in the draw for one of twenty Nintendo goodie bags. I_I 

(Tickthe box if you want to enter, although why you wouldn’t want to enter is beyond us. But we like to give people the choice.) 

part 3 

I want to beat YOU 

I reckon I’m a smart games player and really rather fancy my chances of beating those Hotline folks. 

The three games I’m best at (and henceforth would like to play them at) are: 

D. 


Name:. 

Address:. 

.Postcode:. 

Telephone no:. 

Age:. 

Once completed, stuff the form (or a photocopy of it) in an envelope and send it to: Hotline Help (Game Zone), 
Nintendo UK Entertainment Ltd, Parnham Drive, Boyatt Wood, Eastleigh, Hampshire, S05 4NU. (The closing date for 
the competion side of things is 31 st January 1994) 


nintendo 


hotline page 


his month the hotline page, in a sort of 
kicking off the whole shebang kind of 
way, is divided into three distinct 
parts. First, is the opportunity to ask 
for specific help on a specific game. 

So if you need the kind of aid that can’t be given 
over the phone, or you just want some tips in 
print to keep for reference, fill out the form and 
the Hotline folks will do their best to sort you 
out. Besides, we want to get them (the 
Hotliners) to give you (the reader) the J|9 
tips you want in the magazine (the 
Game Zone). And by getting you to 
write in, we’ll know. 

Secondly, there’s the _ art# 

chance to win a stack of 

official Nintendo 

goodies, one of 20 bona 

fide Nintendo goodie-type bags, full of baseball 

caps, Mario memorabillia and that sort of thing. 

And finally we want to know if you think you’re a 


good enough games player to take on 
Nintendo’s very own games experts. Over the 
coming months we want to gather together a 
group of readers, head down to the Big N’s 
headquarters and show them just how good 
Game Zone really is (or alternatively get horribly 
whupped). So we’ll also be 

• looking to find out if you 
fancy your chances, 
and want to 
mk represent your 
^ magazine (Hint: 

? Game Zone. 

And all you have 
to do is fill out a single 
Torm (don’t worry we’ll cut them 
all into three bits later) and send it in. So what 
are you waiting for? Playing tips, prizes and 
potential fame could be yours for the price of a 
stamp. Do it (as Judas Priest, never ever said, 
even backwards). 
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~^\ I enclose a cheque/postal order for £_ 

made payable to: FUTURE PUBLISHING 

I would like to pay by credit card: 

Visa Q Access 

Card number: 

□□□□ □□□□ □□□□ □□□□ 


Please rush me the following back issues at £2.50 each: 
(Tick appropriate boxes) 


GZN1/01 

GZN1/02 

GZN1/03 

GZN1/04 

GZN1/06 

GZN1/07 

GZN1/08 

GZN1/09 


GZN1/10 

GZN2/01 

GZN2/02 

GZN2/03 

GZN2/04 

GZN2/05 

GZN2/06 

GZN2/07 


GZN2/08 

GZN2/09 

GZN2/10 

GZN2/11 

GZN2/12 

GZN2/13 

GZN2/14 


still available 

Some issues from Game Zone Voll 

Issue Nol Code =(GZN1/01) 

Issue No2 Code = (GZN1 /02) 

Issue No3 Code = (GZN 1 /03) 

Issue No4 Code = (GZN 1 /04) 

Issue No6 Code = (GZN 1 /06) 

Issue No7 Code = (GZN 1 /07) 

Issue No8 Code = (GZN 1 /08) 

Issue No9 Code = (GZN 1 /09) 

Issue NolO Code = (GZN 1/10) 


Signature 


Expiry date 


Overseas orders must include a further £4.00 to cover postage 
and payment by in £ sterling. 


POSTCODE _TEL:_ 

Please send completed form to: Game Zone, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 7BR 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

+FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 

SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.99 



SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

60 CHANNEL TUNING, REAR 
SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, 
LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 244.99 


SUPER NES GAMES 

MORTAL KOMBAT. 

MR NUTZ • . 

...59.99 ...46.99 
...44.99 ...39.99 



MVCTir m IFQT . 

...39.99 ...33.49 

• = IMCVV UMIVIC 

RRP OUR 
PRICE 

ADDAMS FAMILY .44.99 ...37.49 

NBA ALL STAR CHALLENGE.49.99 ...43.99 

NFL QUARTERBACK CLUB .59.99 ...51.99 

NHLPA ‘93 ICE HOCKEY .44.99 ...24.99 

NIGEL MANSELL’S WORLD CHAMPIONSHIP 39.99 ...33.49 

nun AKirtFR 49.99 ...44.99 

PUGSLEY’S SCAVENGER HUNT . 

.44.99 ...34.99 

PEBBLE BEACH GOLF. 

PGA TOUR GOLF . 

...49.99 ...41.49 
...44.99 ...24.99 

AERO THE ACROBAT * . 

.54.99 ...49.99 

PIERRE LE CHEF - OUT TO LUNCH ... 
PILOT WINGS. 

...49.99 ...44.99 
...39.99 ...32.99 



PINBALL DREAMS • . 

,..44.99 ...36.99 



PINK PANTHER . 

...49.99 .,44.99 



PLOK. 

.,39.99 .,33.99 


.44.99 ...39.99 

POP ‘N’ TWINBEE . 

.,49.99 .,40.49 

AYCI AV 

44 99 37.49 

POPULOUS 2* . 

.,49.99 .,44.99 

BOB* . 

,.44.99 ...39.99 

PRINCE OF PERSIA . 

,,49.99 .,41.49 

DATMAN RPTI IPMQ 

49 99 40 49 

PUSH OVER. 

,,39.99 ,.35.49 

DA 1 IVIMIN nc 1 UnlVO . 

BATTLETOADS IN BATTLEMANIACS , 

D| IDCV RORPAT 

..39.99 ...34.49 
39 99 33 49 

RANMA 1/2 • . 

,,49.99 .,44.99 

REN AND STIMPY . 

,,44.99 .,39.99 

DUDoT DUDL/rt 1 . 

CAL RIPKEN BASKETBALL . 

CADTAIM AMPRICA 

..49.99 ...44.99 
49 99 44.99 

ROAD RUNNER (LOONEY TUNES) .. 
SENSIBLE SOCCER . 

,,49.99 .,36.99 
,,49.99 .,39.99 

UAr 1 MIIV MIVICniv^M ....*. 

rwAMPinwQHiP pool 

49 99 44.99 

SHADOWRUN* . 

,,49.99 .,40.99 

pupeQMAQTFR 

44 99 37 49 

SIM CITY . 

,,39.99 .,32.99 

uncooiviAo i cn . 

r*ui mu onru 

44 99 36 99 

SKYBLAZER . 

.,.44.99 .,36.99 

PI IFFHAMfJFR 

44 99 36.99 

STARWING . 

,,49.99 .,39.99 

COOL SPOT * . 

..44.99 ...39.99 

STREETFIGHTER 2 . 

,,64.99 .,55.49 

PYRFRNATOR . 

..49.99 ...40.49 

STREETFIGHTER TURBO . 

,,59.99 ,.48.99 

n a ccv r\i ir*u 


STRIKER . 

,,44.99 .,40.49 

DAFFY UUUK - 

TUC M AD\/IM AJIlCCinMQ • 

54 99 49 99 

SUNSET RIDERS . 

....49.99 .,42.49 

THE MAHVIN MIoolUINo • . 

DENNIS • . 

..44.99 ...39.99 

SUPER AIR DIVER * . 

.,.54.99 .,49.99 

nFQFRT RTRIKF 

44 99 39.99 

SUPER BOMBERMAN . 

,,44.99 ,.32.99 

DRACULA 

. 44.99 ...36.99 

SUPER GOAL . 

,,44.99 .,37.49 

FQIIINnX . 

. 49.99 ...39.99 

SUPER MARIO KART . 

,,39.99 .,31.99 

FXHA1IRTHFAT . 

..44.99 ...36.99 

SUPER MARIO WORLD . 

,,39.99 .,34.49 

F-ZERO . 

..39.99 ...32.99 

SUPER NBA BASKETBALL. 

,,49.99 .,41.49 

FIRST SAMURAI 

49 99 ...43.99 

SUPER PROBOTECTOR . 

..,44.99 .,37.49 

FI A^HRAPK 

49 99 .39.99 

SUPER PUTTY . 

,,49.99 .,44.99 

GOOF TROOP 

..49.99 ...41.99 

SUPER SMASH TV. 

,,44.99 .,37.49 

fiPl . . 

..49.99 ...40.99 

SUPER STAR WARS . 

,,49.99 .,38.99 

HOOK . 

..44.99 ...36.99 

SUPER STRIKE EAGLE . 

,,49.99 ,.42.49 

HUMANS * 

44.99 ...36.99 

SUPER TENNIS . 

,,39.99 .,32.99 

INCREDIBLE CRASH DUMMIES . 

JIMMY CONNORS’ PRO TENNIS TOUR 
JOHN MADDEN ‘93 . 

..49.99 ...43.99 
49.99 ...37.99 
..44.99 ...24.99 

SUPER WWF WRESTLEMANIA . 

THOMAS THE TANK ENGINE* . 

TINY TOON ADVENTURES - 

,,44.99 .,34.99 
,,44.99 .,39.99 

JURASSIC PARK 

..54.99 ...40.99 

BUSTER BUSTS LOOSE . 

,,49.99 .,40.49 

l/CX/IM l/CCP A M Dl AVCD A/IAMAPFQ 

..49.99 ...42.99 
44 99 37 49 

TOP GEAR 2 • 

,,49.99 .,44.99 

KEVIN KEECaAN rLAYEK IVIAriAvatn . 
ADTUIID’Q \A/ORI H 

TOTAL CARNAGE• . 

..,44.99 .,39.99 

KiKMla An 1 nUn o WUnLU . 

i/QI lOTV’C Cl Ikl Uni IQF 

44 99 37 49 

TRODDLERS . 

....39.99 .,34.99 

KMUo 1 T O rUrM riUUoC .. 

LAGOON 

..59.99 ...51.99 

ULTRAMAN . 

,,39.99 .,19.99 

1 A MRP DPMI kll 

49 99 41 99 

VEGAS STAKES. 

,,39.99 ,.33.49 

LAmDUnonirMl . 

1 ACT APTIOM HFRH 

44 99 36 99 

WARPSPEED . 

,,49.99 .,32.99 

LAol AUIIUIV nenU. 

LEMMINGS . 

..49.99 ...41.49 

WING COMMANDER 


LEMMINGS 2 • 

..49.99 ...39.99 

SECRET MISSIONS . 

,,49.99 .,44.99 

LOST VIKINGS 

..39.99 ...33.49 

WINTER OLYMPICS * . 

.,.49.99 ,.44.99 

MAJOR TITLE GOLF 

.44.99 ...39.99 

WOLFENSTEIN 3D * . 

,,49.99 .,44.99 

MARIO ALL STARS . 

MARIO IS MISSING 

..49.99 ...39.99 
..49.99 ...44.99 

WORLD LEAGUE BASKETBALL . 

WWF ROYAL RUMBLE . 

,,39.99 .,32.99 
,,59.99 .,53.99 

MARIO PAINT WITH MOUSE . 

MECH WARRIOR 

..59.99 ...49.99 
..49.99 ...43.99 

YOSHI’S SAFARI (SCOPE 6 GAME) .. 
YOUNG MERLIN* . 

,,39.99 .,34.49 
,,59.99 .,54.99 

MEGALOMANIA 

..49.99 ...43.99 

ZELDA 3 - LINK TO THE PAST . 

..,39.99 .,32.99 

MIPk’FV’Q MAPIPAI nilFRT 

59 99 49 99 

ZOMBIES . 

,,49.99 .,38.99 

IVlIl/ACY O IVIMValV^ML. UUuo 1 . 

MIGHT AND MAGIC 2 *. 

..59.99 ...53.99 

ZOOL* . 

,,44.99 .,36.99 



GAMEBOY DEALS 


ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 
FREE KONIX GB HOLSTER .49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

• = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT .23.49 

ADVENTURE ISLAND 2 •.20.99 

ALFRED CHICKEN .23.99 

ALLEYWAY.13.49 

ASTERIX .23.99 

ASTEROIDS .12.99 

BART VS JUGGERNAUTS .13.99 

BATMAN - 

THE ANIMATED SERIES.21.99 

BATTLETOADS.21.49 

BATTLETOADS IN 

RAGNAROK'S WORLD .21.99 

BEST OF BEST KARATE.21.49 

BILL AND TED’S EXCELLENT 

ADVENTURE .17.49 

BIONIC COMMANDO .21.49 

CASTLE QUEST • .20.99 

CASTLEVANIA .14.49 

CHUCK ROCK .20.99 

CLIFFHANGER* .20.99 

DARKWING DUCK .25.49 

DR. FRANKEN 2.23.99 

DR. MARIO .20.49 

DRACULA .20.99 

DROPZONE.23.99 

DUCK TALES.21.49 

EMPIRE STRIKES BACK.21.49 

F15 STRIKE EAGLE .23.49 

FELIX THE CAT* .20.99 

FIDGETTS .23.49 

FIREFIGHTER .23.99 

FLINTSTONES .21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR).25.49 

FRANKY. JOE AND DIRK 


ON THE TILES*.21.99 

GARFIELD .24.99 

GARGOYLES QUEST .13.49 

GEAR WORKS .20.99 

GOAL*.21.99 

GOLF .18.49 

HUMANS* .21.99 

JACK NICKLAUS GOLF .21.49 

JURASSIC PARK .25.99 

KID DRACULA .22.49 

KID ICARUS .20.49 

KIRBY’S DREAMLAND .20.49 

KRUSTYS FUN HOUSE .19.49 

LAMBORGHINI* .21.99 

LAST ACTION HERO .20.99 

LAWNMOWER MAN.23.49 

LEMMINGS .22.49 

LETHAL WEAPON.23.99 

LOONEY TUNES .25.49 

MARBLE MADNESS.20.49 

MARIO AND YOSHI .20.49 

MEGA MAN 2 .20.49 

MERCENARY FORCE .21.99 

MICKEY’S PUZZLE .23.99 

MORTAL KOMBAT .26.99 

MOTOR CROSS MANIACS.14.49 

MUHAMMAD ALI BOXING * .23.99 

MYSTIC QUEST.25.49 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP .22.49 

NINTENDO WORLD CUP.20.49 

PANG *.20.99 

PIERRE LE CHEF- 

OUT TO LUNCH* .23.99 

PINBALL DREAMS .21.99 

POPULOUS.23.49 

PRINCE OF PERSIA.21.49 

PRINCESS BLOBETTE .13.49 

REN ANDSTIMPY.22.99 


...23.49 

...20.99 

...13.49 

..26.99 

..25.49 

..22.49 

..23.49 

..20.49 

..25.49 

..21.99 

..21.49 


SUPER NES EXTRAS 

JOYPADS 

mmmmm DRAGON SPEEDPAD 

(WITH AUTOFIRE) . 


© 




■■■■■ FREEWHEEL 

STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 
LOGIC 3 LOGIPAD SN 
FOR SNES. FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 13.99 
NINTENDO 
CONTROL PAD ♦ 

15.99 " 

NINTENDO SCOREMASTER 
JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 

PHASE 9 OBLITERATOR WITH * 

AUTOFIRE(TWO SPEED) & SLOW + • y£& 
MOTION. 13.99 * w 

QS160 SUPERCON 2 
JOYPAD (WITH SLOW MOTION 
AND AUTOFIRE) .10.9 

QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 

I QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND 

SLOW MOTION.35.99 

QUICKJOY SN r- A 
PROPAD (WITH 1 

SLOW MOTION AND 
TWO SPEED AUTOFIRE) 11.99 
SAITEK MEGAMASTER I 
JOYSTICK WITH AUTOFIRE AND 
SLOW MOTION (MICROSWITCHED). 

18.99 

SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION 

11.99 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE).18.99 

NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT 9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 
NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) .15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 

LOGIC 3 MULTI CASE CARRY BAG .12.99 

GAME GENIE (GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, CREDITS 
ETC. BOOK OF CODES INCLUDED) .37.99 



i 


ROAD RASH . 

SENSIBLE SOCCER • ... 

SOLAR STRIKER . 

SPEEDY GONZALES ... 

STAR TREK. 

STAR WARS . 

SUPER JAMES POND ... 

SUPER MARIO LAND ... 

SUPER MARIO LAND 2 

SUPER RC PRO-AM. 

TALESPIN . 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE .21.99 

TENNIS.19.49 

TERMINATOR 2 .13.99 

TESSERAE* .17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY.23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL).23.49 

TITUS THE FOX* .21.99 

TOM AND JERRY .21.49 

TOM AND JERRY 2 .23.99 

TOP RANKING TENNIS .20.49 

TOTAL CARNAGE * .23.99 

TRACK AND FIELD .24.49 

TROLLS*.23.99 

TURRICAN .14.49 

TURTLES 2.25.49 

VIKING CHILD*.21.99 

WWF KING OF THE RING *.23.99 

WWF SUPERSTARS.21.49 

YOSHI’S COOKIE .18.49 

ZELDA - LINK’S AWAKENING ...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 
ZOOL*.21.99 


PfffCES VALID f SOM DEC 1ST 1993 



MANGA VIDEOS 

PLEASE NOTE THAT DUE TO THE NATURE OF SOME OF 
THE VIDEOS WE ONLY ACCEPT POSTED/FAXED ORDERS 
FOR VIDEOS WITH AN 18 CERTIFICATE. PLEASE STATE 
’1 AM OVER 18‘ ON YOUR ORDER. 

• = NEW VIDEO 

3X3 EYES (RATED 18) .10.99 

3X3 EYES PART 2 (RATED 15).8.99 

AKIRA (RATED 15).12.99 

AKIRA DOUBLE PACK (RATED 15) .17.99 

CRYING FREEMAN PART 1 (RATED 18).10.99 

CRYING FREEMAN PART 2 (RATED 18) .8.99 

CRYING FREEMAN PART 3 (RATED 18) *.8.99 

DOMINION TANK POLICE 1 AND 2 (RATED 15) .12.99 

DOMINION TANK POLICE 3 AND 4 (RATED 15) .12.99 

DOOMED MEGALOPOLIS 1 (RATED 15) .8.99 

DOOMED MEGALOPOLIS 2 (RATED 18) .8.99 

DOOMED MEGALOPOLIS 3 (RATED 15) *.8.99 

FIST OF THE NORTH STAR (RATED 18).12.99 

HEROIC LEGEND OF ARISLAN 1 (RATED PG).10.99 

HEROIC LEGEND OF ARISLAN 2 (RATED PG).10.99 

JUDGE (RATED 15).8.99 

LENSMAN (RATED PG) .12.99 

ODIN (RATED PG) .12.99 

PROJECT A-KO (RATED 15) .12.99 

R.G. VEDA (RATED PG) .12.99 

TETSUO - THE IRON MAN 

(LIVE ACTION - RATED 18).12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18).12.99 

TETSUO DOUBLE PACK 

(LIVE ACTION - RATED 18).17.99 

THE ULTIMATE TEACHER (RATED 15).8.99 

UROTSUKIDOJI - 

LEGEND OF THE OVERFIEND (RATED 18) .12.99 

UROTSUKIDOJI 2 - 

LEGEND OF THE DEMON WOMB (RATED 18) .12.99 

VAMPIRE HUNTER D (RATED 15).12.99 

VENUS WARS (RATED PG).12.99 

WICKED CITY (RATED 18) .12.99 

We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at amazing 
prices for Megadrive, Master System, Game Gear, Super NES, 
Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple 
Mac. And we sell T-shirts, Manga Videos and cuddly toys! 






B'jiecicd (Icieswe memhefri can have alt tlUi.. can yOl/l? 

i READ "NRG 1 ' Regular Club Magazine 
rr ? CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
§t SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

1 WEONLY supply"MEMBERS BUT YOU CAN ORD ERAS YOU JOIN. 

THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) WELL 


Name_ 


Postcode 


Phone _ 


Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 




item- 


item 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 



















































































































































































































































































































Thing Zone 

O Tamiya ‘Astute’ R/C car for 

sale, 6 months old, ready to go. 
Bargain at £100, cost £250. Also 
‘Trek’ mountain bike, Shimano 
group set, etc. Only £100!! Please 
phone Luke on 0494 812135 
(around High Wycombe area). 

Love Zone 

Q Twelve year old boy seeks girl 

with good personality and is 
attractive. Must be in the 
Camberley area. Phone Simon on 
0276 31494. I’m such a hunk!!! 

Swap Zone 

G Super NES Game Boy games 

wanted. Will buy or swap. Also 
swap my SNES for your Mega Drive 
with games. Phone Brian on 0463 
221173 (after 2pm). 

G I will swap my WWF 

Wrestlemania (SNES) for almost 
anything or sell for £15-£20. Non- 
boxed. Come on give me a call. 
Phone David on 031 331 2910. 

G I will swap Super Sports 


Challenge for New Zealand Story or 
Street Gangs or Battle Toads. 
Phone: Skipton 798486. 

G Swap Atari Lynx 2 with Hard 

Driving, Steel Talons, Electro Cop 
and Ninja Gaiden for SNES games 
or sell for £140, worth £220. Phone 
Paul on 0434 609750. 

G Will swap Dr Franken, Mystic 

Quest on Game Boy for Alfred 
Chicken, FI 5 Strike Eagle, Top 
Rank Tennis, Empire Strikes Back. 
Phone Andrew on 041 647 0296 
(after 5pm). 

G SNES game to swap. I will 

swap my Desert Strike for Super 
Soccer or Super Formation Soccer 
II or sell for £30. Phone 0562 
883730. 

G Look at this for a good deal. I 

will swap my Ghouls and Ghosts 
for your PGA Tour Golf (SNES). 
Interested phone Ben on 0547 
528063. 

G Swap Amstrad CPC464 

computer with green screen, over 


£100 worth of software and joystick 
for 10 Game Boy games, in with 10 
games include T2, Choplift 2, if 
possible. Phone Sean on 0634 
715776. 

G Will swap Nintendo World Cup 

or Dr Mario for Looney Tunes, 

Mario Golf, FI 5 Strike Eagle, Mega 
Man 1 or 2, or for any other good 
game. Please reply quickly. Phone 
0698 251609. 

G GG Games, boxed. Mickey 

Mouse, Alien 3, Chuck Rock (no 
box and instructions), MS Golden 
Axe, GG Super Monaco, Dragon 
Crystal, Smash TV. Any two for (UK) 
Axelay or SNES Mickey Mouse. 
Phone 0543 422396. 


Want Zone 

G Wanted for the very cool NES 

is the excellent games called Mega 
Mane 1,2,3 and 4. Will pay up to 
£10-£25 each. Phone Gaz on 041 
723 2804 

G SNES games wanted: under 

£25. Good games only. Phone Sam 
on 0268 414719. 

G Lots of Mega Drive games to 

sell, eg Lemmings, Hardball 3, Fatal 
Fury, etc. £25 each or swap for 
SNES (Japanese or American) 
games such as Top Racer, Super 
Tennis. Phone 0986 873456. 

O Soft Zone 

Nintendo NES games: 
McDonaldland - £10, California 
Games - £10, Burai Fighter - £10, 
Super Off Road - £6. If interested 
Phone Douglas on 0786 822786. 

G SNES game Super 

Wrestlemania, sell for £25 or swap 
for Populous or Sim Earth. Contact 
Peter Mulligan on 3867998. 

G For sale SNES games: Final 

Fight (US) £25, Turtles IV (Jap) £30, 
Kick Off (PAL) £20, and a convertor 
£10. All boxed with instructions. 
Phone Rob 0227 771127. 


G Will swap WWF2, Top Ranking 

Tennis, or Track Meet for Track and 
Field, Jack Niklaus Golf, Blades of 
Steel, or any other good game. 
Phone Nadir on 081 541 3297. 

G Street Fighter II (UK), boxed, 

good condition, complete with 
players guide video, £40 ono. 

Phone 0437 768468. 

G I will sell Bart v Space Mutants 

(NES). Offers considered. Will swap 
for Duck Tales or any other good 
NES games. Phone Chris on 0704 
578307. 

G SNES Wrestlemania game for 

sale. Excellent condition, boxed, 

£17. Postage extra. Phone Mark on 
0235 521390. 

G Street Fighter II (UK), with 

instruction, no box, excellent 
condition. Will sell for £40! Buy 
quickly! Phone 0206 392609 (after 
6pm). 

G SNES games for sale. Tiny 

Toons, Alien 3, Star Wars, Street 
Fighter II. All brilliant condition. 
Including box and manual. Sell for 
£40 ono. Phone Sean on 0358 
721414. 

G Solstice and Marble Madness 

games for sale. Both for NES 
console. Cost £35 new. Will sell for 
£10. Boxed as new. May consider 
swap for NES or Game Boy games. 
Buyer must live locally. Phone 081 
546 2792. 

G SNES games for sale: Street 

Fighter II (USA) £20, Action Replay 
£30, all boxed. Phone Ollie on 0344 
772951 (after 4pm). 

G SNES game for sale: Another 

World. Very good condition. Sell for 
£20. Phone 0784 437705. 


Hard Zone 

G Game Boy, 5 games: Mario 

Land 1 & 2, Tetris, Parasol Stars, 
Snoopy Magic Show, £70. Phone 
(Chorlton) 881 9683. 
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□ I enclose a cheque/postal order for £ made payable to 


IWISIKIYSNBO 


Future Publishing Ltd (Game Zone), 
or: □ Please charge my Visa/Access: 

Credit card no: □ □ □ □ □ □ □ □ 
Card holder’s name: 

Signature:__ 

Date:_Expiry Dai 


Please fill in parts 1 -3 using BLOCK CAPITALS and make 
sure to tick all the relevant boxes 

1 yes! do it! do it now! 

□ Please start my subscription from the next available 
issue (usually the next issue of Game Zone published after 
you return the form). 

2 splendid offer price! 

□ UK £19.95 □ Europe £39.95 □ ROW £51.95 


3 And send my mags to: 

First Name:_Surname: 


Address: 


Postcode: 


nintendo w* 


value added facts 

get the world’s greatest 
nintendo magazine delivered 
to your very own front door, 
get a smart newsletter with 
every single issue 
and save heaps of dosh. 
all in all, what’s known as a 
good deal. 


new super snes 

exclusive into p.14 

Summer Scwcbe 

Mortal Komtvtt 

Zohta • Link 1 * AwakoaJ* 

Supor Soeo* 


I lactic OuW« 


brilliant 


secrets 




(but really 

guita tmpleasano * 
Roboccp 

vs Termiratm* poster 


use scissors to cut the coupon out 

use a pen to answer questions 1, 2 and 3 

use either a credit card or cheque to facilitate the 

necessary financial exchange 

use an envelope to hold the coupon (and cheque if 
that’s how you’re paying) 

use stamps to ensure that the Post Office will 
deliver the envelope 

repeat the process every twelve months 

look we know that you know how to cut out, fill in and post a coupon, but we have to say these things. 


Mario Mania! 


Win Ucketp 

See US ice hockey's 

n _ 


Super Btnili Brman 

Four fttttrrinlcin urtiin 

Lawnmoiver Man 

fjitiFowwtiBithe 

cMBWieci 


j 

r * 



j 
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has 


sold 


Kirrane 


soul 


Nintendo 


and 


to 


trust 


to 


no 


pretenders 


Simon 
his 
will 

the throne - so we 
thought him the perfect 
choice when it comes to 
taking a look at the latest 
machines on the streets. 
Well, he’s cheap. 


T he Super Nintendo is the greatest 

machine known to man and there is no 
way this fact will ever change. Well, it 
might but if it does you can be sure it 
will be another Nintendo consoley type 
thing that supersedes it. 

Meanwhile there are quite a few larger 
machines out there that are trying to make or 
break it in 1994. In the interest of keeping you in 
the know and helping you avoid gross errors of 
judgement I have taken a look at the latest crop 
of up and coming consoles and am now 
prepared to deliver the most biased account that 
I can muster. Read with prejudice : 


• Commodore • 32 bit 14 MHz 

• £299 • Fomat: CD • Out now 

Following on from the flop that is 
CD TV (unveiled in June 1990 and 
it hasn’t sold 30,000 units yet) it 
looks like Commodore might just 
have got it right. In competition 
against the Sega Mega CD it 
offers that little bit more with a 
MPEG upgrade (which will set 
you back around £200) 
so that you’ll 
be able to 
watch your 
favourite 
movies on CD 
- not to 
mention the 32 
bit technology. 

Sega, bless ’em 


Atari 64-bit £199 Format: (CD ad 
on - $200) Out: Christmas 

Atari it seems are keen to “establish Jaguar 
as the industry standard for interactive 
multimedia performance’’. Which means 
really that just like all the other makers of the 
machines featured here, they want to sell 
more. Nothing new there. However to 


Panasonic Memory 3Mb RAM £475 Format: CD Out now 

We first heard about this little box of tricks when hype stories of Speilberg filming 
extra Jurassic Park footage came in. Since then though 3DO has come a long way. 

After a lot of counting of chips and screwdriver sculpturing it seems that the machine 
will process a full 6 times faster that a SNES or Mega Drive - which is less than the 50 
times faster they were promising but still rather good. 

The main thing that has to be realised for this machine however is that it becomes a 
worldwide standard for the video game market. 3DO Guru and sales person Trip Hawkins who is 
keen to create an unrestricted field in which 3rd party developers can just get on with it. 
Publishing games for 3DO is cheap and unlike creating games for 
Nintendo and Sega there will be no restrictions when it comes to 
how many games you want to produce and what flavour they’ll 
be. Apart from quality control you can do what you like. 

A promise that Trip is keen to fulfil is one of cheap 
software for the consumer though as I said when I 


This isn’t the best console out on 
the streets at the moment but 
if s the best of the 
mainstream machines, 
k However if you want to buy 
^ a machine that will still be 
here in five years you 
^ can sack this idea. 


Pioneer Laser 


came in this all depends upon creating a 
standard. 

This is certainly one to watch mainly as it 
is threatening to become the new video 
games standard in the same way that VHS 
is the video standard. However to do this it 
will take a lot of faith by a lot of consumers 
- nobody would like to buy the equivalent 
of a Betamax video again (even though it 
was a better system, but that’s another 
story). 

As a post script it is interesting to 
note that 3DO with all its 
international backers; AT&T, Time 
Warner, Matsushita and MCA (plus ^ 

317 developers to date) experienced 
a little dip in its share price at the 
same time that Nintendo announced its 
work on Project Reality (see across). 


... 


Panasonic 


• Pioneer • £tba 

• Format: Laser Disc 

• Out: now 

It’s a laser disc machine and it 
costs a fortune - this is a Neo- 
Geo for a new generation, 
what is going on in these 
people’s heads? 

The base unit in the 
states will set you back 
$970 and $120 for a game 
I - around £647 and £80, 
but probably closer to 
£700-800 and over £100 
[ for a game when it 
actually hits the streets. 
Just a bit daft really, can 
you afford one? 








ks like a 

contender, partly because 
it seems every software 
house in the work! wants to 
prove their worth by working 
on it. It looks nice, and sounds nice too, 
if s just a matter of waiting now and 
seeing rf the whole thing takes off. 
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Fujitsu 32-bit 16MHz £500 
Format: CD Out: now 

This has only been included for any 
Nippophiles out there because this is 
only ever gong to take off there and 
nowhere else. A nice and powerful 
machine but it’s a bit pricey and it isn’t really 
as fast as you’d like for a CD machine - bit of 
a non starter really, good name though. 


back up this there are more words 
which, if they turn out to be true, 
will be quite interesting to say the 
least. The only trouble is on 
past efforts Atari have just 
about managed to cock-up 
every launch they’ve ever 
tried so despite promises 
of great things to come if 
they faff about then it won’t 


get off to a good start and if it doesn’t get 
off to a good start then no one will 
have any faith in it and if no one 
has any faith in it... remember 
the Lynx, the Falcon, STE, 
STFM, TT, Mega ST, 
Panther. 


The Mega Cd in all it’s glory, if 
you can glean anything from this 
article then glean this: buy this 
near worthless piece of kit and 
you’ll regret it ’till the day you die. 


CD-i 

• Phillips • 1.5Mb • £400 

• Format: CD • Out: now 

This is even worse than the Mega 
CD. It got 
off to a very slow 
start but has just 
been 

redesigned 
and been 
given a new 
price under 
£400, also 
the games are 
starting to get better 
and for £150 you should be able 
to watch movies on disc. 

All in all this machine was 
taking a nosedive and just about 
looked set to bottom out. It won’t 
be long before we find out 
whether it survives or not. 


Well 


the CDi 
came out a while 
back and it was 
fun to play the 
Sesame Street 
game, until we 
realised it wasn’t 
really a game. 




Mega CD 

• Sega • 16-bit • £370 (with 
Mega Drive) • Format: CD 

• Out: now 

Let’s face facts, it’s expensive, 
it’s 16-bit and it only has a set of 
weird adverts that are holding it 
up. There will be the chance to 
see films on it one day but that’ll 
cost you and there you 
have it. 

There isn’t really 
anything to 
recommend this 
machine, it’s too 
small to do 
anything with CDs 
and it’s by Sega... 
don’t say we 
didn’t warn you. 






Dv-nioot Boolitv This might be VR headset that 

“rOJtJCl nc?cailiy may or may not be used 

• Nintendo • Very Big • £Ooh cheap, for Project Reality, 

very cheap • Format: Cart • Out: 1995 

They have the money, they have the technology and more than 
any of the machines featured here - they have the time. Set to 
raise it’s head in 1995 this should have seen the demise of at 
least one of these other machines as well as who has been buying what. 

It was interesting to note that on a recent trip to America we saw that development houses 
over there have been buying Sillicon Graphics Indigo graphics stations. But who are Sillicon 
Graphics people? Why they’re the people who are working on Project Reality, what a funny 

coincidence. 

The only thing that seems to be sticking in 
everyone’s throat is the fact that Nintendo 
. are sticking with carts, a decision that 
is commercial and not technical. 



This Is the Project Reality Idea mocked up by 
an artist - the finished article may well look Ilk 
this, but I wouldn’t bet on It. 


Sega 32-bit £tba 

Format: tba Out: tba 

Is it real or is it vapourware, 
very little is known about the 
Saturn at the moment but the 
fact is it has to exist for Sega 
to keep in the game. It will be 
32-bit and it might be either 
CD or cart based, or even 
both. 

The main thing is just 
before Christmas and what 
should be big sales of the 
Sega CD they are 
announcing that it will soon 
be obsolete. If you work for 
Sega’s Marketing 
department this is what 
you’d say: “No. No. No. No.” 


PC Engine CD-Rom* 

• NEC • 256K RAM • Format: CD 

• £250-300 • Out: now 

As per usual this outstrips Sega’s Mega CD, but 
then at this stage in the artricle it’s becoming 
clear that a cardboard box with a battery would 
do so. Not that popular in Europe but big in 
Japan (like so many bands 

nowadays). It can 
„ hold its own 
t when it 
comes to 
16-bit but 
32-bit 
leaves it 
* standing. But 
I guess it’s 
just one of 
^ those crazy 
Japanese 
things. 


This is only in here because of it’s good service record, 
not really worth it and still better than a Mega CD. 


Sony Playstation 

• Sony • £tba • Format: CD 

• Out: Early ’94 

This was first talked of two year ago and there is 
still very little to say about it. It will be CD and it 
should arrive in early ’94 in Europe. The best 
thing about it is it’s name which makes it sound 
like a toddler toy that has a bell 
on it and you can take in 
the bath, still that’s just 
my taste. 


We couldn’t find a 
fictional drawing of a 
Sony Playstation, so 
here’s a Tomy Jazz Band 
Teddy Piano instead. No 
doubt this too can 
outpace a Mega CD. 




At the end of the day it is pretty clear 
that if you are considering buying any 
of these machines then patience is 
the only virtue you’ll need to employ. 

It stands to reason really, some of 
these machines will fall at the first and 
it is anybody’s guess which. 

Don’t be a sap, wait a while - by 
which stage the machine prices will 
no doubt have come down to a 
reasonable level. As for the Sega 
Mega CD, if you are thinking of buying 
one of these I’d wait until your friend 
does and snigger behind his back. 

As for me I’m waiting for Project 
Reality, but then I know who pays my 
wages. H 

( GflmE MSK1S TT 












..£47.00 

..£48.00 


SHADOWRl 

STARFOX..., 

STARWARS, 


CAPTAIN AMERI 

CLAY FIG/|i 

CYBERNATQflH 


STRIKER. 

SUPER AIR DIVER. 

SUPER BATTER UP. 

SUPER BOMBERMAN UK/I 
SUPER EMPIRE STRIKES B4 

SUPER FX TRACK. 

SUPER OFF ROAD BAGA.. 

SUPER R-TYPE. 

SUPER TENNIS. 

SUPER VALIS 4. 

TAZ-MANIA. 

TUFFENUFF. 

WAYNES WORLD. 

WOLFCHILD. 

WORLD HEROES. 

WWF II. 

ZELDA3. 

ZOOL... 

ZOMBIES ATE MY NEIGHB 
MANGA VIDEOS. 


DOOMS 

DUNGI 

EQUINO 
FATAL FI 
FINAL FI' 
JAMES P 


FOOTBALL 


ARTHUR'S WORLD 


ACTION REPLAY CART. 
AUDIO VISUAL LEAD.... 
CONVERTOR PLAYS S/I 

AUDIO VIDEO LEAD. 

PATRIOT JOYCARD...... 

PHANTOM 6 BUTTON 
UK MARIO ALL STAR Pi 


IF YOU DON'T 


PRICE! 


UTA CONVERTOR 
IY ANY GAME 


SORRY! BUT PRICES MAY CHANOI y 
DUE TO FLUCTUATION OF THE POUND 




Jen 3 
teiay 

Jart's Nightmare 
Bulls v Blazers 
Contra III 
Clayfighters 
Cool Spot 
Cybernator 
Dead Dance 
Desert Strike 
Dragons Lair 
Drakken 

Empire Strikes Back 

Equinox 

FT ROC 

Fatal Fury 

Final Fantasy II 

Hook 

Human Grand Prix 
Jimmy Connors 
John Madden 93 
Jurassic Park 
Kevin Keegan 
Kick Off 

King Arthurs World 
Krustys Fun House 
Legend of Mystical Ninja 
Lemmings 
Lost Vikings 
Quest 
i All Stars 
i Missing 


Call 
Call 

39.95 

41.95 

24.95 

39.95 

29.95 
Call 
Call 

39.95 
Call 

39.95 

29.95 
29.95 

Call 
Call 

29.95 

39.95 
Call 

29.95 
Call 

34.95 

24.95 
Call 
Call 

29.95 

39.95 

24.95 

49.95 

39.95 

49.95 

49.95 
Call 

39.95 

49.95 

29.95 
Call 

LNKVXMMS 




Parodlus 
Pop n Twin Bee 
Powerinonger 
Prince of Persia 
Pugsfey's Hunt 
Q Bert 3 
Rampart 

Rock n Roll Racing 
Rocky and Pocky 
Roger Clements MVP 
Secret of Manna 
Shadow Run 
Sim Earth 
Spankeys Quest 
Spiderman X-Man 
Star Fox 
Star Wing 
Streetfignter Turbo 
Striker 
Super Aleste 
Super Bomberman 
Super Mario Cart 
Super Probotector 
Super Star Wars 
Super Swiv 
Super Vallis IV 
Terminator 
The Duel T Drive 2 
Tiny Toons 
Tom & Jerry 
Toys 
Turtles 4 
Utopie 
Wings 2 
World Hero 
Zombies 


B'Ball 


35.95 
Call 
Call 

48.95 

24.95 

24.95 

39.95 

39.95 
Call 

41.95 

29.95 
Call 

36.95 

41.95 

42.95 

29.95 

29.95 

36.95 
29. ~ 
39. 


Many more bargains in the shop, please <alL Please add £1.50 P&P. Games are sent recorded delivery. 

Shop: 213a Belsize Road, London NW6. Send orders to: Mega Games, 
Merlin House, 122- 126 Kilburn High Road, London NW6 4HY 

Tel: 071 372 4356 


Shop prices may vary, E & OE 
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28 Ha Pak Ngau Shek, Lam Tsuen, Tai Po, N.T. HONG KONG 

HOJKT 

SUPER FAMICON 

ART OF FIGHTING, ACELEBRID, FXTRAX 
MEGA MAN X, NINJA WARRIORS, DRAGON BALL ZII, 
H0KUT0N0 KEN 7, R TYPE III, FATAL FURY II. 

SEGA MEGADRIVE 

VIRTUA RACING, CASTLEVANIA 'Bloodlines', ETERNAL 
CHAMPION AX 101, GAUNTLET 4. 

PC ENGINE 

DRACULA X, FATAL FURY II, MARTIAL CHAMPION 
BOMBERMAN 94, KING OF MONSTERS II, GRADIUS III 
ANIKE KOVELS CV/UD ROM VIDEOS 
DISK DRIVE DRAM DSP/FX UPGRADES. 
CARTRIDGES. CONVERTORS. GAME 
ENHANCERS. PROJECTORS. HARDWARE 
ACCESSORIES. 3 DO SANYO LD ROM 
PIONEER 

HAPPY CHRISTMAS AND NEW YEAR 
TO EVERYONE *EVERYWHERE 


DRAGON BALL Z TRADE SPECIAL **CALL or FAX for further details* 
Turtle. 3 all. Air. Stance ~ V'RAOON BALL Z 


EXCHANGE WELCOME 


(famed 


ALL GAMES UK/US WE ALSO SELL MEGADRIVE/MEGA CD/ AMIGA CD 32/NEO GEO 3D0/HANDHELDS 


AERO THE ACROBAT.£46.00 

ALIEN III. 

ASTERIX. 

BATMAN RETURNS. 

BATTLETOADS..- 
B.O.B 


DINO 


NINJA BOY.£41.00 

PHALANX.£28.00 

TS BASEBALL.£28.00 

£28.00 

.£47.00 

£50.00 
£47.00 


.£40.00 


CALL 




ALL CHEQUES/ 
ORDERS PAYABLE TO: 

X-TRA 


WIN A FREE GAME 
FOR CHRISTMAS 


S2/4 IRteid, Southend, Stoex SSf 


Game of the Month 


ONLY 

£59 


Plus thousands more games including: 


ALADDIN. 

. £55.00 

COOL SPOT. 

. £49.50 

JURASSIC PARK. 

. £49.50 

DAFFY DUCK. 

. £49.00 

STREETFIGHTER TURBO. 

. £49.50 

JUNGLE BOOK. 

. CALL 

MARIO ALL STARS. 

. £49.50 

FLASHBACK. 

. CALL 

CLAYFIGHTER. 

. £51.50 

ROCK & ROLL RACING. 

. £49.00 

TURTLES TOURNAMENT. 

. £49.50 

MEGAMAN X. 

. CALL 

BOMBERMAN/MULTITAP. 

. £55.00 

PLOK!. 

. CALL 

SKYBLAZER. 

. CALL 

EQUINOX. 

. £49.00 

ZOMBIES. 

. £49.00 

SENSIBLE SOCCER. 

. £49.00 


US SNES 
UK SNES 


WITH SUPER EMPIRE STRIKES BACK.£169 

WITH SFII TURBO or MARIO ALL STARS.£159 

OR HAGGLE FOR THE GAME OF YOUR CHOICE 


WITH MARIO ALL STARS or ALADDIN.£125 

WITH STREET FIGHTER TURBO.£145 


Tel: 0925 266 844 

W Tel: 0253 290 900 Q 

Own Klones H ^ 


P.O. Box 386 
Warrington 
WA42BD 


Post & package: 

£1.50 carts, 
£7.50 consoles. 


224 North Promenade 
Blackpool 

Lancashire FY1 1RZ 














































































































081 335 4224 

US SUPER NINTENDO (SCART) ... 1 PAD ... NO GAME. A.1Z4.UU 

ADAPTOR (RUNS STAR FOX) ... £12.00 £10.00 IF PURCHASED WITH ANY GAME 

GAMES 


BATMAN RETURNS (UK) £46.00 

BATTLE GRAND PRIX (US) £47.00 

CASTLEVANIA IV (UK) £35.00 

DESERT STRIKE (US) £46.00 

|OE AND MAC £35.00 

LEMMINGS (US) £35.00 

LETHAL WEAPON £35.00 

LETHAL WEAPON (UK) £30.00 

MARIO ALL STARS (UK) £43.00 

MARIO ALLSTARS (US) £54.00 

MARIO KART (UK) £36.00 

MORTAL KOMBAT (UK) £53.00 

PLAYER MANAGER £43.00 

PUGSLEY SCAVENGER HUNT (UK) £35.00 


ROCK N' ROLL RACING £52.00 

SECRET OF MANA (US) £56.00 

SHADOW RUN (US) £54.00 

STARFOX (us) £47.00 

STARWARS (US) £48.00 

STREET FIGHTER II TURBO (UK) £52.00 

STREET FIGHTER II TURBO (US) £55.00 

STRIKER (UK) £39.00 

SUPER BOMBER MAN (UK) £38.00 

SUPER BOMBFR MAN + MULTI TAP (US) £60.00 

SUPER EMPIRE STRIKES BACK CALL 

SUPER JAMES POND (UK) £30.00 

SUPER PUTTY £43.00 

ZOMBIES ATE MY NEIGHBOUR £44.00 


OTHER TITLES AVAILABLE AT BEST PRICES. PART EXCHANGE WELCOME 
SECOND HAND GAMES IN STOCK, RING FOR TITLES/PRICES. SHOP PRICES MAY VARY 
22 CENTRAL ROAD, WORCESTER PARK, SURREY 

GAME PRICE INCLUDES P&P CONSOLES ADD &5 



GAME ZONE 

INDEPENDENT 


OPENING HOURS 


11am - 7.30pm MON - THUR(9pm FRI) 


9am - 5.30pm SATURDAY 





SOME EXAMPLE PRICES, CALL FOR ANY OTHER UK TITLE 


AGURI SUZUKI FI 

43.95 

PARODIUS 

43.95 

ALADDIN 

43.95 

PEBBLE BEACH GOLF 

43.95 

ALIEN 3 

42.95 

PGA TOUR GOLF 

38.95 

ASTERIX 

38.95 

POP N' TWINBEE 

42.95 

BATMAN RETURNS 

42.95 

PRINCE OF PERSIA 

43.95 

BUBSY 

35.95 

ROAD RUNNER 

43.95 

BULLS VS BLAZERS 

38.95 

SHADOWRUN 

47.95 

CHESSMASTER 

39.95 

STREETFIGHTER II TURBO 

53.95 

CHAMPIONSHIP POOL 

43.95 

STRIKER 

41.95 

COL SPOT 

38.95 

SUPER AIR DIVER 

47.95 

CYBERNATOR 

42.95 

SUPER BOMBERMAN 

38.95 

DESERT STRIKE 

38.95 

SUPER JAMES POND 

34.95 

NT TENNIS TOUR 

43.95 

SUPER MARIO ALL STARS 

43.95 

JIMMY CONNORS 

38.95 

SUPER PANG 

43.95 

JURASSIC PARK 

47.95 

SUPER PUTTY 

42.95 

K.K S PLAYER MANAGER 

42.95 

SUPER STAR WARS 

43.95 

KING ARTHURS WORLD 

39.95 

SUPER TENNIS 

34.95 

LAWNMOWER MAN 

43.95 

TERMINATOR 2 

40.95 

LEMMINGS 

43.95 

TINY TOONS 

42.95 

LOST VIKINGS 

35.95 

TRODDLERS 

37.95 

MICKEYS MAGICAL QUEST 

52.95 

TUFFENUFF 

43.95 

MORTAL KOMBAT 

52.95 

WWF ROY ALE RUMBLE 

53.95 

MYSTICAL QUEST 

35.95 

YOSHI’S SAFARI 

35.95 

NHLPA HOCKEY ’93 

38.95 

ZELDA3 

34.95 

NIGEL MANSELL 

35.95 

ZOMBIES 

42.95 


PART EXCHANGE WELCOME. LARGE SELECTION OF USED 
TITLES AVAILABLE, SEND S.A.E. FOR LIST OR CALL 


We 



26 Abbey Walk, 
Coronation Road, 
Halifax, West Yorkshire HX3 0AJ 

TEL: 0422 345 934 



SUPER NINTENDO 

Street Fighter Turbo (USA) 

Super Bomberman (UK) 

Zombies (UK) 

Jurassic Park (UK) 

Super Empire Strikes Back (USA) 
Aladdin (UK) 


£60 

£40 

£45 

£50 

CALL 

£45 



■ « #C-- - 


TH/FAX: (07081478932 

(MAa.ORDOtOM.Yl 

(UJ.GAM5 BRAND NEW 
AT MROAIN PRICES 


ORDER YOUR GAMES FOR XMAS NOW 

JAP SNES GAMES - SUPER FAMIC0M 


Batman Returns 

£29 99 

Joe & Mac 2 

£37.99 

Battle Soccer 

£44.99 

Pop 'N Twin Bee 

£41.99 

Blues Brothers 

£29.99 

Prince of Persia 

£2499 

Camel Try 

£30.99 

SFII Turbo 

£64 99 

Contra Spirits 

£30.99 

Super Bomberman '93 

£49.99 

Dead Dance 

£34.99 

Rushing Beat Run 

£29 99 

Exhaust Heat II 

£42.99 

Star Fox 

£37.99 

FI Circus Limited 

£43.99 

Super Star Wars 

£39.99 

First Samurai 

£38.99 

World Heroes 

£59.99 

Final Fight 11 

£29.99 

Pebble Beach Golf 

£38.99 

Formation Soccer 

£44.99 

Human Grand Prix 

£41.99 

Mickey Mouse 

£49.99 

Kiki Kai kai 

£44.99 


PLUS MANY MORE JAP / US GAMES, RING. 
WRITE OR FAX FOR A FREE PRICE LIST. P&P 
£1.50 PER GAME. 

MAKE CHEQUES & P.O.’S PAYABLE TO 




DeptGZ 

l6DJbonAvw»K, 

Elm Hornchurch 
Essex RM124YE 


-• —f « •« ^ 



Phone OSA Gaming NOW an recieve 
FREE membership to the fastest growing 
used gaming club in Great Britain. 

Why pay Full price For a new game, when you can 
trade in unwanted games For money oFF, and 
why pay new prices iF it’s an older title, buy a 
used copy! We guarantee anything bought From 
us, new or used. All latest games in stock For 
trade-in or to buv new. Here is a selection oF 


B/bRyMO) 


lJ.EKVlI°J£J 


ONE STEP AHEAD GAMING 

0.S.A Gaming, P0 Box 79, Haslemere, Surrey. GU27 3YZ. Fax 0428 6S4856 


Opening times: Mon - Sat 10am - 7pm, Sun/Bank hols 11 am - 6pm. Please add £1.50 for games and 
£10.00 for consoles P&P. Please make all cheques and postal orders payable to 0.S.A GAMING 
We aim to despatch games 1st class, recorded delivery within 24 hrs of payment clearance. 


GAME CART OF YOUR CHOICE 

73 WMZMllUZ*. 5 TTSlsPIff. 


CONSOLE COMPLETE 

WITH ANY 2 GAMES 


VfRai 

STREET FIGHTER « Tl/ESO-^/%3, Tf > 

ON SUPER NES OR smeei fiQHiez 2 

SPECIAL CHAMPION EDITION JFi W f fjTV 

ON HEQA DRW/E- * 

EACH COMPETITION INVOLVES ANSWERING 3 SIMPLE QUESTIONS: 

EACH QUESTION WE ASK YOU TO COMPLETE A WELL KNOWN GAME CART NAME. 
STRICTLY ONE ENTRY PER COMPETITION PER HOUSEHOLD PLEASE 
ALL WINNERS CHOSEN AT RANDOM BY COMPUTER ON THE CLOSING DATE 


THE CONSOLE HELPLINES 

ILL 0336 400 ft i 

AND HEAR HOW TO DO 18 GREA 

/IL 0336400 Bit 


FOR STREETFIGHTERII TURBO. 


PLEASE HA\/£ PEN AND PAPER READY 


CALLS COST 36P PER MIN CHEAP RATE, 48P PER MIN AT ALL OTHER TIMES. PLEASE MAKE SURE YOU HAVE THE PERMISSION OF THE 
PERSON PAYING THE PHONE BILL BEFORE YOU MAKE THIS CALL. MAXIMUM CALL LENGTH 5. MINS AND MAXIMUM CALL COST £2.64, 
CHEAP RATE £1.98 FOR THE COMPETITION LINES. MAXIMUM CALL LENGTH 6 MINS, MAXIMUM CALL COST £2.88, CHEAP RATE £2.16, 
FOR CONSOLE HELPLINES. FOR A COPY OF OUR RULES AND A LIST OF WINNERS, SEND A SAE TO F.R. COMPETITIONS, PO BOX 501, 
ST A! BANS AL1 3DE ALL COMPETITIONS END ON THE 15TH DECEMBER 1993 "GOOD LUCK* 


a a o m n n to n / /a o c m O n t/Vl H (5 m P 7H D P 


























Send your words of wit, wisdom and weirdness to 


Same Zone, 30 Monmouth Street, Bath BA12BW 


After a hard day’s editing, 
there’s nothing I like better 
than to settle back in my big 
old armchair with a glass of 
warm milk in one hand and 
some letters in the other. I love 
letters. They’re such a comfort 
to me, especially B and S. But I 
don’t like W at all. It’s too 
crafty and angular by far. 


level playing field 

Dear Game Zone 

I bought the Game Boy Game Bugs Bunny and 
at first I didn’t bother reading the leaflet about it, 
but as soon as I got stuck on a level I started to 
read it. Then I came to the part where it says the 
amount of levels there are it said 60, but I was on 
level 72. After I had completed all 80 levels I read 
the manual again and it says that there are signs 
like this one throughout the game and I would 
have liked to have seen one, but either some 
bloody idiot gave me the wrong leaflet or it is a 
misprint What do you think of this? 

Name and Address withheld 

Why are you complaining? If it had said that 
there were 80 levels and all you’d found had 
been 60 then you’d be right to whinge. 

As you found 20 ‘extra’ levels then what’s the 
problem? I know it’s hard to believe, but even 
Nintendo makes mistakes, look at the Mario Bros 
Movie. Ed. 


if in doubt, wimp out 

Dear Game Zone Man 

I am writing to complain about Nintendo I think 
they are total wimps. Because for instance 
Mortal Kombat has not got one bit of gore in the 
whole game (?*&). 

And even though I hate Sega, the words 
sound much better than Nintendo. And Sega 
have Sonic the Hedgehog with a bad attitude 
and we have gay angel little Mario! And Nintendo 
sounds like a computer for prats! Please help me 
because I close to buying a Mega Drive!!!!!!!!!!!!!! 
Nick 

PS Sorry about the exclamation marks 
PPS My name is Nick 

Yep. A bunch of wimps. Blood was the only 
reason any sane person would want to play 
Mortal Kombat anyway. Nintendo’s ‘family’ 
entertainment stance does seem a little 
confused at times though- Smash TV had blood 
yet Total Carnage didn’t? - but right in the case 
of MK, the blood was only a gimmick and the 
game should have been strong enough to stand 
without it’s gorey support. 

As for Sonic vs Mario, look I don’t want to get 
involved. They’re games characters, both 
entertaining in their own environments, but 
essentially limited in their appeal beyond that. 

Of course Nintendo sounds like a computer for 
prats; it’s a console, it hasn’t even got a 
keyboard. 

How can I help? If you want a Mega Drive, buy 
one and play Sonic. Keep the SNES though, 
because you’ll be back - I’ve always wanted to 
say that. Ed. 

PS. Then why did you add them? 

PPS. My name is Ed. 


oyl be there 

Dear Editor 

On behalf of Popeye I resent the crap score that 
you gave my husband’s game. Either you are a 
brain dead or colour blind if can not spot a good 
game when you see one. Either you add another 
four marks to it’s score or you will end up in a 
condition much like Scorpion of Mortal Kombat ! 
Toot, toot and adios 
Olive Oyl 

PS By the way you moron if you did not know 
Scorpion is dead 

Tough luck, it should have been a better game. 
When we see good games we do spot them. We 
say “Oh look there’s a good game” but strangely 
enough we didn’t when we saw this NES graphic 
adventure. Besides I didn’t know that you and 
Popeye were married? Ed. 

PS To be dead, Scorpion would have had to 
have been alive. He’s a game character, a bunch 
of pixels on screen and numbers in RAM. Which, 
if my guess is correct doesn’t conform to the 
clinical definition of life. 


naughty, naughty 

Dear Game Zone 

I often visit Hong Kong and obviously frequent 
games outlets. I am considering the purchase of 
a Super Wild Card or Pro 6 Game Doctor, as I 
am sure you are aware, these allow one to copy 
game onto an everyday high density computer 
disk and play games from the same disk through 
the SNES. Pre-copied disks are available for £4 
however the Super Wild card costs about £150, 
the price of three games. 

I am aware there may be copyright restrictions 
in the West, however as I reside in the Middle 
East these should not affect me. 

I would appreciate your comments etc, as 
pessimists have advised me that these will 
damage my SNES. 

George Smith 

PS I found the Game Zone under the old 
publishers an excellent magazine, let’s hope it 
does not change. 

Game Zone does not condone, or support 
unauthorised copying of carts. English copyright 
law is, quite rightly, strict but I’m not sure just 
how lax those in the Middle East are. Surely 
though it’s not so much a question of where you 
copy games to disk, more a question of if you 
should copy them in the first place? A question 
which only you can answer. 

Those pessimists are technically correct; 
adaptors and copiers, or any power sapping 
add-on can harm your SNES by drawing too 
much electricity through the machines main 
fuse. The SNES is tough old bird though, well 
built and rugged as a very rugged thing. If you 


decide that you want to use copiers, adaptors 
etc, then it is important that you are aware that 
you are invalidating your warranty. If you’re 
happy taking a risk... 

Anyway for the full story on the world of SNES 
piracy, tune in for a major feature next month 
(Y’see that’s a plug. We just throw this thing 
together you know... That’s not right is it?) Ed. 

token long letter 
answered sensibly 

Dear Geez 
I am writing to ask, 

1) I know there is a cheat that enables you to 
play with the four bosses on the SNES version of 
SF2 because I saw it on GamesMaster before I 
got my SNES? 

2) Will Sensible Soccer come out on the SNES? 

3) Don’t you think that Final Fight 2 is a bit crap? 

4) Is the Super NES CD ROM going to be a 32 bit 
machine stand alone, or will it be just 16 bit and 
32 bit when linked to the Super NES? 

5) What do you think is the best driving game for 
the Super NES? 

6) Is Asterix any good? 

7) Is Mr Nutz any good? 

8) Will 72; The Arcade Game work with a joypad 
as well as a Super Scope? 

9) Will there be a Joe & Mac 3 for the SNES? 

10) Will Krusty’s Super Funhouse 2 come out for 
the SNES? 

Carl Walker. 

1) Erm, yes there is such a cheat. Somewhere. 

2) No never. Oh, okay then yes. It’s out now and 
is brilliant. 

3) No. Personally I’d say it was a lot crap, but 
that just my opinion. 

4) You seem to have you wires a little crossed. A 
machine’s ‘bits’ are determined by the central 
processor of the machine. These can be 
supported or beefed up, but don’t change the 
processor itself. It isn’t really feasible to envisage 
a CD ROM system and console that were 16 bit 
separately, but 32 bit when united. Besides 
Nintendo’s current plans for the CD ROM based 
console have been put on hold. 

5) It’s really a dead heat, between Mario Kart and 
Rock And Roll Racing. Mario Kart may be 
disgustingly cute but is the best behind the car 
sim. RNRR is the best isometric game, just 
supremely playable and sounds wonderful. 

6) Not bad. Predictable but very nicely crafted. 

7) No. It tries desperately to be cute, tries to be 
charming, tries to be fun and isn’t on all counts. 

8) With a limited number of Super Scopes in the 
world it would make some sense if the game 
could actually work with both. Besides I like to 
play my games using both eyes. 

9) Might be. 

10) May do. Ed. 
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• Culky says: “Er, yeah, well, you don’t 
wear seat-belts when you go ram-raidin’, 
innit. And don’t believe nothing a copper 
tellsyer, neither.” 


Yeah. I went into the local boozer last 
night, right, an’ it went quiet... like 
what it always does when ol’ Culky 
turns up. So I goes to the barkeeper 
an’ went “Oy, give us a pint,” an’ he 
goes “Certainly Mr Culk, always my 
pleasure,” an’ started pourin’ me out a 
lager an’ that. But then I changed me 
mind, an’ pointed at this bloke what 
was standin’ next to me, an’ I says to 
the barkeeper “No... give me HIS pint.” 
So the barkeeper gives it to me. Then 
the geezer whose pint it was goes 
“Oy, that’s my pint,” so I goes “Yeah? 
Well, it’s old Culky’s pint now, innit,” 
an’ this geezer goes “No it ain’t, I just 
paid for it an’ that,” an’ so I smashes 
the glass on the bar and then sticks it 
right in his mouth, an’ then I went 
“Yeah, well now you got it back an’ 
that, didn’t it!” If he hadn’t of been my 
cousin he would of got worse. Nobody 
takes Culky’s pint. 


Prat Culk 

You don’t know who I am, and you don’t know where I live, so I’m going 
to tell you a bit of information about yourself. For a start you’re about as 
hard as a bit of hot plasticine... you’d go down on the ground if I even 
looked at you. For seconds you’re a chicken. If you saw me reaching into 
my pocket for a 50 pence piece in a shop when I was about to buy a bit 
of chocolate, you’d think I was going for a blade and you’d cack your 
trousers. For thirds, you’re nothing. You hear me Culk? You ain’t 
NOTHING. If someone lifted a barrel and looked underneath it, you 
wouldn’t be there. 

Wanna know why? It’s because they’d need to do some digging to find 
any traces of ‘Culky’. That’s how low you are. And you can’t do nothing 
about what I say, because you don’t know where or who I am. What are 
you going to do about that, uh? 

Totally Anonymous, Anonymoustown 

• Culky says: “Well, for a start I’d see the postmark said Brighton, 
Sussex. Then I’d drive down in me motor an’ check out a few pubs an’ 
ask a few questions. That’d lead me somewhere else. Then I’d have this 
bloke in a head lock, an’ he’d say ‘okay, okay, okay, don’t hurt me -1 
overheard someone boasting to his friends a couple of weeks ago’. Then 
I’d be hanging around the Rottingdean area. I’m closing in an’ that, an’ 
I’m tooled to the nines. Enjoy your next couple of days, innit.” 


Dear Colin 

I’m not trying to get into a fight with you, but I admire you and want to be 
your friend. First, obviously, you’re going to have to respect me though... 
so let me tell you about what I did last week. 

I was in this pub in North London, and this bloke looked at me for 
about one second. So I said “What you staring at?” And he said 
“Nothing!” So I said “You reckon I’m nothing, is it?” And he said “No, I 
meant I wasn’t staring at anything!” So I said “We’ll see who ain’t 
anything,” and I dragged him outside. I grabbed hold of his thumb (by 
accident - I was about to let it go), and he said “No, no, not my thumb!” 

So I thought ‘righto then’, and yanked it back until it went CRACK (and 
then went all floppy). I’d broken it. Can we be mates now? You’re my 
hero you see. 

Peter Jones, Sevenoaks, Kent 

• Culky says: “That was my mate Dev, an’ he borrowed me 30 quid 
once. I ain’t never gonna pay him back cash like, but I owe ’im one. 
You’re dead!” 


Dear Mr Culk 

A few issues ago a colleague of mine wrote to you and suggested that 
you should pay heed to the message of Jesus. She tried to explain to you 
that true ‘hardness’ (as you would put it) is not down to whether or not 
you can physically injure people, but whether or not you can selflessly do 
good things: that you can help people to lead a better life... that you can 
spread love and understanding, no matter what the cost. 

Jesus, for example, died so that our sins would be forgiven. His Father, 
God, forgives you. 

Sister Anne, St Catherine’s Convent, Dublin 

• Culky says: “Oh yeah? I don’t reckon he’d forgive me if he ever 
bumped into me outside the Rose And Crown on a Saturday night, innit!” 


Dear Mr Culk 

I am writing to inform you that due to your continued failure to pay the 
outstanding fines from the hearing of 15/11/1993 (grievous bodily harm, 
actual bodily harm, behaviour likely to cause a breach of the peace and 
five counts of assaulting police officers), a second warrant has now been 
issued for your arrest. 

The Clerk, Feltham Green Crown Court, North London 

• Culky says: “Oh yeah? Try saying that to me face... them first bunch of 
coppers you sent didn’t do too good, did it!” 


Dear Colin 

My name is Sally Coltraine, and I’m hoping you will help me out. My 
brother, Billy, is in borstal... he fell in with a bad crowd and started 
getting involved in petty theft and violence. He was eventually 
apprehended during a bungled ram-raiding session (the car stalled and 
his seatbelt became stuck - he couldn’t undo it). By the time the police 
had arrived at the scene, everyone involved (apart from Billy) had 
escaped. Billy refused to tell the police the names of his accomplices, 
even though the police assured him that if he did he might avoid a 
custodial sentence - due to this being his first offence. 

His borstal life is hell, but he’s still keeping quiet due to some sense of 
misplaced loyalty. He won’t listen to me, my mum or my dad, but I know 
he respects you, so here’s hoping you could give him a few pointers. 
Sally Coltraine, Solihull, West Midlands 


Reckon you’re hard? Then write into Colin and challenge him to a 
fight... if he backs down you could win three carts of your choice, as 
usual. But there’s now an alternative: a far more viable one if it’s free 
software you’re after. If you happen to have a photograph of yourself 
AFTER a fight (or whatever) then send that in instead. 

The photo, should the facial damage be impressive enough, will be 
printed here in the Colin Culk column (i.e. fame), you’ll receive an 
official Game Zone “I’m Quite Hard” certificate signed by Culky (i.e. 
authentic), and you’ll also receive a free game. Any game you ask for. 
A word of warning though... don’t bother sending in faked photos, 
because even if they get past us, Culky gets the final say - and 
there’s no fooling him. 








Dribble drip blaze blaze blaze wobble florp badoom. 


Bang bang bang bang bang bang bang spaloooomish. 


Jonathan Nash loves 17- 
Type. But he’s not allowed 
to say that. 

E veryone loves R-Type. (I don’t. Aaargh. 
A reader.) Everyone loves R-Type. (I 
don’t. Uuuurghh. Another reader.) 
Everyone loves R-Type. (Yes we do. 
More readers with a high sense of 
survival.) No shoot ’em-up is more outrageously 
gruesome, violently power-uppish or time- 
wastingly enjoyable. And R-Type 3 is more of the 
same. Or is it? You see, I’m not allowed to form 
an opinion yet what with this being a preview 
and all. Damn these silly 
rules. Damn them all. 




splosh 

The preview cart arrived 
with no documentation 
of any kind but luckily 
that makes no difference at all. The Evil Bydo 
Empire, thought destroyed in R-Type and 
realised to be still operating and hence 
obliterated in R-Type 2, turns out in R-Type 3 to 
have been shamming all along. Tricky blighter, 
Johnny Evil Bydo Empire. End of plot. The logo 
zooms across the screen from right to left then 
crashes into focus in typical movie fashion, 
followed by an exciting Roman numeral. End of 
intro. There is no extraneity in R-Type 3 - all 
available space is turned over to the game. But 
is this a good thing? (Of course it is, but I’m not 
allowed to say that.) 


The Evil Bydo Empire 
has been shamming all 
along. Tricky blighter, 
Johnny Evil Bydo 
Empire. End of plot.” 


There is very little that’s been added to the R- 
Type formula. At the beginning of the game you 
can choose between three ‘forces’ (the funky 
drones that attach to your ship) with a different 
set of power-ups for each. There’s also a new 
chargeable weapon called ‘hyper’ which seems 
to let loose a barrage of shots instead of one 
meaty one but mostly overheatsa lot. Tch. 

The levels themselves use lots of Mode 7, with 
deadly backgrounds spinning horribly and end- 
of-level guardians whirling around your ship in 
an altogether disorienting way. At one point the 
screen starts scrolling downwards; at another, 
everything goes backwards. Apart from that, it’s 
exactly the same game again only more so. The 
upsettingly organic 
graphics are back in 
force - there’s nothing 
quite as ghastly as the 
beating heart 
background in Super 
Turrican, but there are 
more than enough soft, 
podgy aliens to make up for that. Level two has 
some particularly nasty skeletal space fish, 
which swim along in a realistic manner, except 
of course there’s no water, and later on you fight 
(and I quote) “a sort of giant sperm.” Yikes. ■ 


fact type box 

Publisher: Irem Release: February 1994 
Price: Giant sperm. Blimey. 


























Exploit, Alfred. Exploit the parliamentary system for promotional gain. 


alfred chicken 


Alfred Chicken is a chicken. Jonathan Nash is a 
nash. There’s something there, but we daren’t 
pursue it further. 


Stand, Alfred. Stand poised like a chicken 
about to start the game. 


N ow it’s about the time of year that 

shop owners start complaining about 
the Sunday Trading Act, and how it’s 
an abomination in the eyes of the 
consumer gods and that they’re not 
going to stand for it any more. True to their 
word, shops defiantly open on Sundays for fully 
two months, until with the advent of January the 
whole affair is quietly 
forgotten once more. It 
fair lifts the heart to 
witness such 
hypocrisy, the like of 
which has not been 
seen since, well, Alfred 
Chicken ran for 
Parliament on the 
Please Buy My Game ticket. (Thanks due there 
to the Little Wonder Book of Links, Second 
Printing; the Gruber edition, of course.) 

some poultry 

Alf on the NES was a top success. A platform 
game, yes, but an extremely fab one. Much 
attention was drawn to the versatility of Captain 
Capon, with his running, jumping, pecking, 
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Collect, Alfred. Hoard diamonds like a mad jeweller. 


diving and spaceship piloting abilities drawing 
snorts of appreciation from several in-bred 
spectators. There was some mention of a plot 
involving robotic chickens and missing eggs, but 
who cares? 

Alt’s aim in life is to collect diamonds and 
peck free balloons. After doing this a lot of times 
he gets to another level. There are bonus 

screens and end-of-level 
bosses and flooded levels 
and other things, and 
basically it’s the same as 
the NES version but better 
looking. Probably. 
Mindscape may still 
chuck in a few extra bits, 
but at the time of writing 
there’s something good on BBC2 so we’re off to 
watch that. 

bovine 

NES Alf was a mite cunning. There were blocks 
that were sucked into the walls at the touch of a 
button then popped back out again (and you 
needed both kinds to progress through the 
level). There were very nasty conveyor belts 



Die, Alfred. Explode like a feathery Claymore mine. 


Alf’s aim in life is to 
collect diamonds and 
peck free balloons. 
After doing this a lot of 
times he gets to do 
another level.” 



which trundled you into spikes (if you were 
foolish enough to let them), and there were 
plenty of very odd backgrounds (like a cheese 
level and one made of building blocks). Cunning, 
and odd. Good old Alf. We’ll be expecting great 
things from the SNES version, although 
obviously these expectations will be limited to 
the gameplay department. Awaiting 
developments in, say, the area of washing up 
would be futile. Unless Mindscape know 
something that we don’t, such as the height of 
the Eiffel Tower. 

Incidentally, did you know that Hideyo 
Noguchi, a Japanese-born American 
bacteriologist working at the turn of the century, 
made important discoveries in the cause and 
treatment of syphilis and also of yellow fever, 
from which he died? We did. ■ 


egg box 


Publisher: Mindscape 
Release: December 

Price: £44.99 
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Super Play has pages and pages of tips, 
codes and cheats for loads of games. This 
issue slices open Jurassic Park and Mario 
All Stars amongst others. 

Super Play 15 is the bumper Christmas 
issue, featuring massive reviews of Aladdin, 
Macross, The Secret of Mana, Lawnmower 
Man, Super Empire Strikes Back, Sensible 
Soccer and many more. 

Super Play has the biggest news section of 
any mag. And we get tons of up-to-the- 
minute info from the USA and (especially) 
Japan, home of the SNES, too! 

* Wo ve also got Neko the tiger underneath all 
that snow. And if you don’t buy the Christmas 
issue we’ll leave him there. It’s in your hands... 




Super Play reviews 
release, as well as all 
games. And we’ve got a 
of every SNES game out 


Super Play doesn’t give bad games 80-90%. 
We know how much carts cost, so we tell 
the hard truth about all the latest releases. 

















“secre 

Let’s be honest Seiken 
Densetsu 2 isn’t the easiest 
name to spell. So don’t tell 
Trenton Webb that it’s been 
re-named The Secret Of Mana 
for us occidental types. 



ole playing games and adventures 
have been the mainstay of computer 
and video games in the UK for nearly 
10 years. On the Spectrum Zork ruled 
the roost, on the ST Dungeon Master 
was king, on the Amiga Eye Of The Beholder 
reigned supreme and on the PC the Ultima saga 
has been running longer than Coronation Street. 
So just quite how the myth that Europeans aren’t 
into adventures evolved isn’t clear. 

The real reason, paranoids would argue, is 
that the Japanese are keeping all the best 
games for themselves. The Legend Of The 
Mystical Ninja (reviewed p.56) took nearly two 
years to get here, and despite being old is still 
brilliant. The Game Boy Zelda zoomed to the top 
of the charts. Nah, us European hate adventures. 
Seiken Densetsu 2 stormed the Japanese charts 
last year, winning all manner of accolades. And it 
took a few million carts to fly off of the shelves 
before some bright spark had the idea, “Hey this 
is really good, why don’t we translate it into 
English?”. So the Secret Of Mana was born. 

Imagine the very best bits of Zelda on the 
SNES. Add a brilliant combat system that allows 
you to handle 64 different types of weapon, 58 


types of armour and 27 different spells with 
ease. Sprinkle a pinch of three player action on 
the top and then play for 70 hours. 

Like all Japanese adventures (maybe their 
most appealing point) SOM is more than a little 
surreal. Not in the solution sense, but in terms of 
weird monsters, strangely cute people and odd¬ 
ball techniques for doing just about everything. 
These people for Pete’s sake these people travel 
by cannon! They’re shot up in the air, by the 
neighbourhood nutter and then land - killing 
anyone they hit - in the desired region. Silly but 
effective and an innovative use of mode 7. 


mana war 

Now normally we gloss over the plot of games, a 
good story we figure not being worth £60 of 
anyone’s money, but with adventures they’re 
kind of important. So if you’re sitting 
comfortably, I’ll begin. A long time ago in the 
land of Mana some of those ancient ones got a 
bit stroppy and had to be kicked in by a hero 
using the Sword Of Mana. Peace reigned, the 
sword was buried in a rock and the Eight Seeds 
Of Mana - the foundation on which the magical 




Talk to villagers, who have no idea what you’re on about. 



On a good day you can see the sea you know. 




Barry falls foul of the evil foul falling Ant-Monster (boo). 


kingdom was built - were safe.Until now. Blast. 
Now the forces of darkness - who else, are 
trying to break the seals that protect the Sacred 
Seals Of Mana. Which would cause a tiny bit of a 
prob’ as they control the very fabric of the 
universe. You just so happen to stumble across 
an ancient sword - which just so happens to be 
the Sword Of Mana, in a convenient plot 
establishing kind of way. So off you go, seeking 
seeds, killing beasties, collecting cash and 
making yourself well hard. Simple. 

So there we have it, one huge RPG, with lots 
to find and do, hundreds of items with which to 
interact, react and use. It’s big, and it’s in 
English. At first inspection The Secret Of Mana 
looks to be everything an adventurer needs. As 
much fun as we’d been lead to believe Japanese 
RPG’s were but never knew for sure, because 
none of them ever got translated. 

Find out next month - he said in a plugging 
kind of way - if SOM is as good as it looks, 
because they’ll be a review of the said game. Of 
course we would have done it this month but we 
wanted to play it properly, to see if it had depth, 
if the game play really develops... and when we 
can stop playing the damn thing. H 


SOM facts 

Publisher: Square Soft Price: £60 (import) 
Release: US Out Now, UK tba 




























War. What is it good for? The munitions industry, that’s 
what. A-ha ha ha. (Satire.) 


T here’s a nice, polite word film bods 
use when they steal whole chunks of 
other people’s movies. “It’s a 
homage,” they burble, impressing 
people other than naturally sharper 
Game Zone readers with the velvety Frenchness 
of the word. “No it’s not, it’s a rip-off,” shout the 
naturally sharper Game Zone readers, beaming 
with satisfaction. “Curses, foiled again,” hiss the 
film bods, sidling away like shadows in the night 
and shaking their fists a lot. Well, Desert Fighter 
is a homage to Desert Strike. But, hey, that’s not 
necessarily a bad thing, right? 


If the aircraft are camouflaged for desert conditions, why 
put them on a dull grey runway, eh? Eh? Tch. 


right 

Glossing over the disturbingly unpleasant real- 
life elements in a government-regulated 
broadcast sort of way (you fly Middle Eastern 
missions, and bombing your own side is 
considered an acceptable risk as long as you 
rack up enough points to cancel out the 
demerits), Desert Fighter is a fast-moving and 
potentially very groovy indeed plane game. For a 
start, you can choose the type of plane you fly, 
from a fast-moving — __ 

fighter (the F-15 Strike GlOSSing O 
Eagle) to a slow- M disturbing 

moving homhe. (the | rea |-life el 

A-10 Thunderbolt), 

each with its own a governITI 

advantages such as regulated 

moving quickly or ■ sort of wa 

slowly (or something). K ° 3 

There’s a lot of crafty 

strategy involved - it’s a campaign sort of game, 
so it doesn’t really matter too much if you get 
blown up on a particular mission (although it will 
obviously make things trickier later on if you, 
say, fail to knock out the early-warning radar 
stations). At the beginning of each mission you 
get a lengthy briefing which, er, isn’t quite ‘there’ 
at the minute (being translated from the 
Japanese original an’ all) so tends to advise you 
to “Ignore turn-up cuffs” and “Destroy the 
furniture polish” with hilarious consequences, 
unless we’re making it all up of course. 


It crashes loudly from the sky. If dies away and then 
crashes loudly from the sky again. No it doesn’t. 


exclusive interview 

What we aren’t making up is an exclusive 
interview with the programmers of Desert 
Fighter. “We’re very happy with the way things 
are going. The fact you can destroy just about 
everything on the map is immensely satisfying, 

- - and we’re particularly 

Br proud of the speed at 

Unpleasant which we’ve got things 
nents in running. It’s going to be 

. great.” We asked them 

about the awkward 

roadcast control method, but they 

f f were too distressed to 

answer, having suddenly 
realised they were just a 

literary device to introduce more information and 
not real people at all, so we’ll have to leave the 
judgmental stuff until the review. Still, any game 
where you just have to fly off the screen in order 
to return to your base and safety deserves a 
congratulatory lute solo. ■ 


A missile zooms away to destroy something of vast 
military importance, like a school. (More satire.) 


“Dessert Strike, more like,” lau 
Nash, kicking his legs in the air, 
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SG PROPAD 2 ... 

the Champion’s companion. 

• Digital Autofire setting 
• LED display setting 

• 6-Button ‘fighting’ layout 
• Programmable ‘syncro-fire’ 

• Slow-motion function 

• Extra long connector cable 

W M SRP £22.99 inc. VAT. 


Looks to 


The new QJ SG ProPad 2 is designed to / f 

match the best of the new 

generation of video games for the I 

SEGA Megadrive. It has a 

programmable feature which allows any 

combination of fire button moves to be 

assigned to a single left or right fire button. ^^***®^ 

The recorded combinations are all indicated in the LED panel 


mode 



PROGRAM PAD 

• 30 pre-programmed special moves, including a secret code! 

• 6 memory spaces to program your own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Independent autofire control 

• Slow motion 

• See-thru casing. 

SNES VERSION 

£39.99 inc. VAT. M ff ff 

SEGA VERSION 

£39.99 inc. VAT. B A 


PROGRAM STICK 

• 30 pre-programmed 
special moves, including a 
secret code! 

• 6 memory spaces to program your 
own combinations 

• Mirror function doubles number of pre-programmed moves 

• LCD control panel to display action sequences 

• Built-in backup battery for memory storage 

• Independent autofire control • Variable slow motion 

• Rotatable fire button pad. 

SNES VERSION SV 336 £49.99 inc. VAT. 


A New Generation of Controllers from Spectravideo that Will Take You to the Highest Levels of Gamesplay and 
Make You Wonder How You Ever Managed With One of Those Ordinary Types 
LEADERS of the PACK.... STICK WITH US! 

More Winning Products from.... 

QJ Products are available from... 

BEATTIES • BLOCKBUSTER/RITZ • BOOTS • COMET • CURRY’S • DIXONS • FUTURE ZONE • GAME • HMV • JOHN MENZIES • 
OUR PRICE • RUMBELOWS • WH SMITH • SOFTWARE PLUS • TANDY • TOYS R US • VIRGIN ... and all the Best Computer Shops 









ticky ticky tox 

Publisher: Vic Tokai Price: £44.99 

Release: January 1994 




The basic idea is to dash around eight 
mapworthily huge levels collecting the most 
appallingly destructive set of power-ups this 
side of R-Type and then use them on the most 
aggressively diverse range of creatures this side 
of R-Type 2. A firm believer in taking boss 
monsters out of the end-of-level ghetto into 
which the media has long since segregated 
them, Turrican scatters them around the place 
with evident joy so that the odd and slightly tinny 
taste of bemusement as you escape from a level 
without the expected final confrontation is 
washed away by the sparkling cordial of relief 
because you’ve already tackled two of the 
bastblokes around the half-way mark. 

Super Turrican seems to be based wholly on 
the first game, rather than being an amalgam of 
that and Turrican 2 or even a conversion of 
Advanced Lawnmower Simulator as some very 
mad people might have expected. So the action 
takes you from the surface of a thunderstorm- 
wracked rocky land to the lair of The Machine in 
eight ghastly steps, including a water world with 
rather too many piranhas for Mark Spritz safety 
information film-quality swimming and a planet 
embarrassingly closely based on Alien with lots 
of messy sprites and a truly horrible beating 
heart of a background. Fabulous. (There are 
even added bits, such as a ride on the back of 
an organic tube-train and a trip up a windswept 
tree, so that’s actually twelve ghastly steps.) 

Support for Turrican falls precisely into one of 
two camps; either the Blimey What A Lot Of Very 
Large Levels To Run Around And Shoot Things 
In Isn’t It Great The Sense Of Freedom Is Just 
What The Doctor Ordered, or the Blimey What A 


T urrican is, let’s face it, a very silly 
name. Turrican the character is this 
metal-cased bloke who’s so tough he 
blows up continental shelves and rides 
the resulting tidal wave of doom over 
the edge of the world just to relax after a hard 
day’s star-snuffing. And he’s called Turrican. 

Yes. I mean, his arch-enemy has a really smart 
monicker - The Machine - and Turrican’s stuck 
with something that sounds like it goes with four 
other equally awful names and belongs to a 
prize-winning dog. Hurdy ho. 

nasty things 

Turrican’s been around for a fair old while now 
and you’ve probably played it in one form or 
another, which is quite a clever shape-changing 
mutant joke when you come to think about it. 


Turrican standing still and shooting a robot thing. 


Turrican jumping and shooting a big pink thing. 


Lot Of Very Large Levels To Run Around And 
Shoot Things In Doesn’t It All Get A Bit 
Unfocussed And Dull, which isn’t exactly support 
then but there you go. A representative from 
which camp will get to review Super Turrican 
next month? Only time or Augustin Le Prince will 
tell and Le Prince was apparently murdered on a 
train by agents of Thomas Edison who cheated 
Le Prince out of his rights as inventor of the 
motion picture camera so watch your step. ■ 
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Turrican running around on a traditional dry stone wall and 
being pounded by a giant metallic fist thing. 
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Turrican jumping around in a snowy landscape and shooting a 
hairy Yeti sort of thing. 
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al michaels 

presents 


brett 



hull's 


ICC hockey 
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Make a quick break for it down the the 
middle and then let the puck fly, anywhere. 


Simon Kirrane presents 
the glittering 
extravaganza that is 
Nutters On Ice. 


Y ou may not be aware of this but the 
American advertising line for 
Accolade is “Accolade - Games With 
Personality”, to back this up they 
release games (like this one) with 
famous personalities in them, see it ties in with 
the word ‘personality’, very clever. 

I can only suggest that they change this by¬ 
line when this game comes to the UK, something 
along the lines of “Accolade - Games With 
Strangers In” would do the trick, not so much 
clever as true. 

The thing is Al Michaels is a famous 
commentator and Brett Hull is a famous ice 
hockey player - a similarly packaged game over 


UJ. mi itar 


t. fill ita 


SKATING 1 
SHOOTING ■ 
STRENGTH > 
STICK HANDLING ' 
DEFENSIVE FLAY ' 
AGGRESSIVENESS ' 


• SKATING 

* SHOOTING 

• STRENGTH 

• STICK HANDLING 

* OEFENSIUE PLAY ; 

* AGGRESSIVENESS 



UUEST RLL 3 TRl- 


Scoring masters ,Hul I. Bu 
and Yzerman assault the* 
rivals in a flu rjr y ot 90 
Luh i le Casey 9dar*Bs the n 


of 90a I 5 
the net. 


Heeeeres Al. Is this guy ‘Mr Personality’ or what? 
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EASTON Game Stats 


UJ. fill Star 


E. fill Star 


0 

Goals 

3 

23 

Shots on Goal 

21 

2 

Body Checks 

1 

0 

~ Penalties 

0 - 

0 VQ 

Poiuer Play 

0 /O 

68 ’ 

Passing^ 

•t»5 
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One of the many stats screens that you can delve into. 


here would be Harry Carpenter Patronises Frank 
Bruno’s Opponents or David Coleman Parades 
The English Language’s Complexity. 

The game is bound to appeal straight off to 
those people who enjoy watching sports that 
nobody else does, so that they can talk 
knowledgably about Brett Hull’s father Bobby 
‘Golden Jet’ Hull and his compelling antics while 
also boring their friend (singular) rigid. Still, the 
appeal of EA Hockey over here has shown that 
such games are not necessarily a closed shop 
when it comes to those of us who are terrified 
when it comes to sports. 


staccato stats 

As we all know a regular American sports fan 
cannot get through a game unless he has been 
given his stats; his player stats, his game stats, 
his season stats, his league stats, his jokey stats, 
his facty stats, his stats stats. AMPBHH doesn’t 
disappoint when it comes to stats, it features 
actual players from the National Hockey League 
Players Association (though with names like 
Yzerman, Chelios and Essensa no one would 
believe them if you made them up) and if there 
was enough room in the cart it would give their 
life histories, criminal records, school reports 
and weight at birth. 

With the stats comes the chance to fiddle with 
numbers, bars, dials, knobs and switches 
(metaphorically speaking) and improve upon 
your team - giving you a coach’s perspective. 
Then you lead your team out onto the ice to the 
infamous ‘na na naa naa’ tune. Once on the ice 
the game begins in earnest and after the initial 
pleasantries of the ‘face off’ both teams 
systematically beat each other to within an inch 
(more accurate measurements will be available 
on one stat screen or another) of their lives. 





Follow the bouncing puck, all together, “ There was a.. 



Face off! Excellent, it sounds almost rude, almost. It’s 
also packed with tension and taut nerves, no really. 


Despite this seeming like an unapproachable 
game you can start as soon as you like and get 
to grips with gameplay. The whole point though 
is to study the game and learn all the nuances of 
who to play where and which skill your team 
needs to improve - still, it’s a good laugh 
bashing around like a nutter though. 

On the techy side the inclusion of Al Michaels 
gives us the added advantage of listening to the 
dulcet, nay screaming tones of the man himself. 
He comments on the play, letting you know who 
has the puck (by number alone, unless of course 
it’s our Brett) as well as whether you are playing 
like a genius or a complete balloon - though 
sadly the words “...and Kirrane is playing like a 
complete balloon” were never heard. 


and now... wes 
craven’s round up 

All the stats you want and some great bashing 
fun to boot. This game is aiming to bring you all 
the fun of two player sports sims a la Striker, all 
the stats you’d ever need a la any American 
game ever and lots of bashing about and skating 
a la EA Hockey. 

Apart from the initial problems of not knowing 
who the people in the title of the game are this 
should prove at the very least another playable 
sports game. ■ 


and more stats 


Out: March 
Price: tba 


Publisher: Accolade 
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Gorgeous poster 
supplement! 



Not only is the December issue 
of TOTAL packed full of amazing 
reviews, tips and news, but 
there are also two brilliant free 
gifts included: a fantastic Cool 
Spot pin badge and a fabulous 
poster collection featuring art 
from all of your favourite 
games! It's amazing! It's incred¬ 
ible! And it's only in TOTAL! 
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Here is Run Saber on the wing of an aeroplane, being attacked by a monster. 



Here is Run Saber climbing a rock while a monster walks by in the wrong direction. 



H ello everyone. I’ve hijacked this 

preview on the way to the printer in 
order to share a few thoughts with 
you. Come with me to this private 
booth. Now, previews are supposed 
to be non-judgmental, general overviews of 
games we can expect to see before ever so long. 
And there are reasons why they’re supposed to 
be non-judgmental. For a start, they’re only 
supposed to be ‘tasters’ for said forthcoming 
games, giving out just enough information to 
whet your appetite so you’ll be sure to buy the 
next issue. 

Secondly, they assure you, the readers, that 
we, the mag, have got the next wave of games 
and are therefore clever and influential. Thirdly, 
we daren’t make a definitive statement such as 
“this is crap,” because the softies inevitably 
claim the version we were previewing was 
unfinished, and fourthly, we’d have nothing to 
write about in the actual reviews. Generally, the 
most you can get away with is a slight leaning 



Here is Run Saber employing a green special weapon. 


towards the game if you like it, and a tactful 
skating around the issue if you don’t. 

leeway 

But what if the game is a complete and boxed 
copy, not just a development version? Obviously 
this means it arrived that vital moment too late to 
get in to the reviews section. So, logically, there 
should be a little more leeway in expressing an 
opinion in the preview. “Hey,” you’re saying. 

“This very nearly became a review. We’ve played 
the final version, so here’s a bit of a judgment - 
which might, of course, change between now 
and next issue.” But, still, you can only give an 
inkling of what you really think. Basically, it’s an 
accepted practice. A sort of code of conduct, if 
you will. “Here’s a bit of pseudo-advertising,” 
you’re saying. “If we like what we see, we’ll say 
so, but if it looks terrible we’ll keep quiet until the 
review.” Because, essentially, we’re nice people. 

Enter Run Saber. 



Here is Run Saber poised above some fire. 
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Here is Run Saber about to spring into action. 

duty-bound 

If this were a review, I’d be duty-bound to 
mention Run Saber is (a) a rip-off of Strider, (b) 
graphically dismal, and (c) a dreadful game. But 
it isn’t, so I can’t. I’m going to have to fall back 
on that old diplomatic standby, ‘potential.’ Get 
the idea? Right. Back to the official Game Zone 
page. (Clears throat.) 

Run Saber, eh? It’s a bit like Strider , but it has 
a two-player option. There are loads of power- 
ups and hundreds of monsters, plenty of bosses 
and it’s a potentially fab little game. Tune in next 
month for the review. (Winks.) M 
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‘They’re here I can smell them.’ Zool, are you feeling OK? 



n i TTJf 1 


The thing is... sweets. They’re just concentrated evil. 



Jellies and cherries, is there no escape from this hell? 



W ell he might come from the nth 
dimension but he has taken his 
time, wherever it is. After taking 
every format by storm - well the 
Amiga at any rate - Zool the 
platform hero has finally taken time out to grace 
the SNES. 

At first look the game seems to be based on 
the now raging debate “Is or isn’t Zool an ant?” 
The world seems firmly divided into three camps 
concerning this question: The PR executives 
who site such proofs as ‘Zool isn’t an ant, they 
have six legs and he doesn’t.’ Games reviewers 
who often counter with “Of course he’s an ant, 
your programmers just can’t count.’ And readers 
who often resort to letting actions speak louder 
than words by throwing away previews that 
spend the majority of their intros on a debate of 
no interest to them. 

Despite the confusion surrounding Zool’s 
background there is no debate concerning his 
being a platform game star. He can jump, he can 
slide, he can stick to walls and he can shoot bad 
guys and he has a special spinning attack. He 


might as well be Bubsy or Mario or Sonic or... 
yes, yes but we won’t get hung up on that let’s 
just say he has the pedigree of a regular platform 
ant, or whatever. 

Being a ninja (which Zool most definitely is - it 
says so in the press release) does have its 
downside, for example, what about all the ikkle 
bittie kiddies, the wikkle mites might get a weeny 
bit scared by such a gruff, slash, hacking ninja. 
Well they might but in Zool you can offset this 
fear by pointing the little ones in the direction of 
the backgrounds. Instead of giving the 
impression of being candy-like and all sweet and 
covered in sugar - these backgrounds actually 
are. Zool roams around the land of Chuppa 
Chups, Licorice Allsorts and all manner of well 
placed advertisements, I’m sorry that should 
read itty bitty toffees. 

If the small ones are still scared buy the rough 
and tumble of it all you might consider 
toughening them up by making them watch an 
entire series of Dr Who and not letting them hide 
behid the settee, I know it helped me. Still that’s 
just an opinion you understand. 


As well as this opinion I have to concede 
something that ties in quite nicely with Zool and 
his sweeties: sweets have their darkside. 

You don’t have to take my word for it though - 
I have evidence - look at the gingerbread 
cottage in Hansel and Gretal, but more than that 
take a look at the dual role of sweets in Chitty 
Chitty Bang Bang. First off you have Truly 
Scrumptious (lovely girl) and the invention of the 
wonderful whistle pop or whatever they’re called 
and as a contrast to this wholesomeness you 
also have: The Child Catcher. 

scariest man on TV 

Without a doubt this man traumatised me at a 
very early stage in my TV viewing career, he’s 
there rolling onto TV, looking well, for all the 
world like my English teacher actually but 
nonetheless quite gruesome. Still ‘Gruesome or 
no’ thinks the young child ‘he’s got sweets, 
sweets are good ergo he’s a good guy. Hell, he’s 
got lots of sweets he must be the hero.’ You 
surmise. ‘Thank God he’s come to take all the 
awful, and at times downright smoochy, songs 
out of this otherwise fantastic film.’ BUT NO. No 
sooner have you taken all this in than the flimsy 
walls of reality come crashing down around you 
- as do the sides of his van, to reveal a cage - 
and you trapped yourself, you fool. Despair. 

See so Zool might be a great game, or not and 
also Zool might (in all his rough, gruffness) be 
nicely offset by sweets, but I don’t think so. II 


fear box 


Out: January 

Publisher: Gremlin 

Price:44.99 
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Candied, sugar walking sticks, that’s daft, they’d break on a good ramble. 


Ah so this is Zool then, the famous ninja ant “Oh no he’s nt!”, “Oh yes he is!”,“Oh no he... 
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BEST PRICES EVER 


1 LATEST ADS-ON'S. 

.£CALL | 

CARTS - 

Sunset Eiders CCalfc 

IN STOLE 

Run Saber L'Calt 

Cool Spot EC.ill 

i'hlSill'.K'U EC .ill 

Total Garbage t'Cali 

Sensible Soccer £Gnll 

CARTS 00 

Tool.... Pi nball Dreai 

>iV l I'M0 SOON 

ms....Turtles Fighting.... 

PRE ORDER NOW SHIPPED ON DAY OE RELEASE 



BANDI.1FC, 3,9 

BEYOND COMPUTERS..93 

CNS.78 

CONSOLE MAGIC.79 

ELITE. OBC 

FOX & ROBERTS.79 

FUTURE ZONE.17 

GAME ZONE (independent) . .79 

INTERMEDIATES.73 

IMS. IBC 

MEGA BYTES.79 

MEGA GAME.78 

MJ DREAM CONSOLES.79 

NAT WEST.27 

ONE STEP AHEAD GAMING.79 

PROJECT K...78 

SPECTRAVIDEO.87 

TOKYO TOWN.78 

UBISOFT.23 

UNLIMITED.93 

XTRA CONSOLES.78 

ZAP.10 



24 Beechwood Avenue, Pontefract, West Yorkshire WF8 4ED 


SUPER NES SOFTWARE 


Adventures Of Dr Franken.42.99 

Aliens 3.46.99 

Aladdin.46.99 

Andre Agassi Tennis.46.99 

Batman Returns.46.99 

Beethoven.46.99 

Bob.42.99 

Bulls Vs Blazers.42.99 

Carmen San Diego World.51.99 

Caveman Ninja-Joe & Mac.46.99 

Chuck Rock.46.99 

Clay Fighter.54.99 

Clifrhanger.46.99 

Cool Spot.42.99 

Cool World.42.99 

Crash Dummies.46.99 

Cybernator.46.99 

Desert Strike.45.99 

Dino City.42.99 

Dracula.46.99 

Dragons Lair.42.99 

Dralchen.46.99 

Earth Defence Force.42.99 

Equinox.46.99 

Exhaust Heat.42.99 

Flashback.46.99 

Football.46.99 

George Foreman's Boxing.46.99 


Please make cheques payable to Unlimited Software. 
Cheques need 7 day clearance. 

Any games with faults will be replaced 
P&P £1.00 per item 
No callers please 
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ITEM 


PRICE 

1 NAME . 
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P&P 




TOTAL 






Gods.46.99 

Harleys Humongous Adventure.42.99 

Home Alone 2.42.99 

Hook.46.99 

Hunt For Red October.46.99 

James Bond Junior.24.99 

Jimmy Connors Pro Tennis Tour.36.99 

John Madden 93.42.99 

Jurassic Park.46.99 

Kevin Keegan Player/Manager.42.99 

Kick Off.. . 42.99 

Kings of Karura.46.99 

Krusty's Fun House.42.99 

Last Action Hero.46.99 

Lethal Weapon.42.99 

Major Title Golf.42.99 

Mickeys Puzzle.51.99 

Might & Magic.55.99 

Mortal Kombat.55.78 

NBA All Star Challenge.46.99 

NFA Quarterback Club.55.99 

NHLPA Hockey.42.99 

PGA Tour Golf.45.99 

Pink Panther.46.99 

Pop N' Twinbee.46.99 

Populous.42.99 

Puqsleys Scavenger Hunt.42.99 

Pushover. .37.99 

Race Drivin...42.99 

Road Riot.19.99 

Robocop 3.42.99 

Sensible Soccer.46.99 

Streetfiahter II Turbo.51.99 

Sunset Riders.46.99 

Super Battle Tank.42.99 

Super Bomberman.46.99 

Super James Pond.37.99 

Super Kick Off.42.99 

Super Mario Cart.37.99 

Super Putty.41.99 

Super Smash TV.42.99 

Super Strike Eagle.46.99 

Superswiv.42.99 

Tazmania.46.99 

Terminator 2.42.99 

Terminator 2 Judgement Day.46.99 

Test Drive 2.42.99 

The Addams Family.42.99 

Tiny Toons Adventures.46.99 

Toys.42.99 

Troddlers.42.99 

Trolls.46.99 

Virtual Soccer.54.99 


Warpspeed. 

Wayne's World. 

WcW Super Brawl Wrestling 

We're Back. 

World Class Rugby. 

World Cup Soccer. 

WWF Royal Rumble. 

WWF Wrestlemania. 

Striker (NEW). 

Zombies Ate My Neighbours . 


NES SOFTWARE 


Action in New York. 

Adventures of Dizzy. 

Adventure Of Dr Franken. 

Barbie. 

Bart Vs the World. 

Bartman/Radioactive Man. 

Batman. 

Bignose The Caveman. 

Bucky O Hare. 

Castelian. 

Caveman Ninja. 

Crash Dummies. 

F-15 Strike Eagle. 

Fantastic Adventure Dizzy. 

Ferrari. 

Fire Hawk. 

George Foreman's Boxing. 

Gumsnoe. 

Home Alone 2. 

Ikari Warriors. 

Incredible Crash Dummies. 

James Bond Junior. 

Jurassic Park. 

Kick Off. 

Krusty's Fun House. 

Marble Madness. 

Micro Machines. 

Mig 29. 

Monster in my Pocket. 

Noah's Ark. 

North And South. 

Pirates. 

Prince Valiant. 

Quattro Arcade. 

Smash TV. 

Spiderman 2. 

Street Gangs. 

Super Adv Quest. 

Super Kick Off. 

Super Sports Challenge. 

Super Turrican. 

Terminator 2. 

Trog. 

Ultimate Stuntman. 

Wild Gunman. 

Wizards and Warriors 3. 

WWF 4 . 

WWF Steel Cage Challenge .. 


.42.99 

.46.99 

.46.99 

.44.99 

.42.99 

.46.99 

.55.99 

.42.99 

.42.99 

.46.99 


..37.99 

..28.99 

..28.99 

..32.99 

..19.99 

.37.99 

..38.99 

..28.99 

..24.99 

..19.99 

..19.99 

..37.99 

..28.99 

..28.99 

..19.99 

..28.99 

..19.99 

..12.99 

..19.99 

..24.99 

..37.99 

..37.99 

..28.99 

..24.99 

..37.99 

..12.99 

..28.99 

..28.99 

..24.99 

..19.99 

..42.99 

.19.99 

..19.99 

..28.99 

..37.99 

..19.99 

..37.99 

..28.99 

..33.99 

..28.99 

..19.99 

..37.99 

..28.99 

..28.99 

..29.99 

..37.99 

..37.99 

..19.99 


























































































































































Merlin walks unconcernedly among the floating souls of doom, the utter fool. 



Well done, Merlin. That axe might have missed you had you not leapt in its path. 




yowfl merlin 


“Rubber Bung Berlin more like,” mouthed Jonathan Nash , 
tentatively practising his Advanced Cockney Rhyming Slang. 


T he first in a series of games featuring 
Merlin in a role other than the King 
Arthur wizardly one for which we all 
know and love him (the rest being Old 
Merlin, Dead Merlin and Part-Time 
Post Office Counter Assistant In Order To 
Supplement His Student Grant Merlin, unless 
we’re making it all up), Young Merlin tells the 
story of how Melly got his magical powers. 

You may have thought he inherited them from 
Socially Acceptably Older Merlin or found them 
in a cracker, but it seems he has to defeat a 
Shadow King and have it away on his toes with 
the Shadow Spell Book or something equally 


delinquent. (Back to basics, that’s what I say. 
Lock them up and throw away the key. Ed.) 

stop lying 

Well, okay, the Shadow King is trying to destroy 
an innocent magical kingdom and generally put 
himself about a bit, so that technically makes 
Melly the hero. (The actual plot background has 
him falling into a river and being washed away 
after hearing a woman cry for help which is 
hardly top heroic behaviour but there you go.) In 
true RPG fashion the overthrow of yon Shadow 
King involves lots of trotting around and using 


objects and casting spells and attacking things 
with little provocation or, indeed, skill or results. 

The first thing you’ll think of when viewing 
Young Merlin is The Legend Of Zelda. Well, 
actually, the first thing you’ll think of is Asterix 
because Melly is wearing the Gallic rebel’s suit. 
But the second thing you’ll think of is Zelda. Or 
maybe the third, depending on whether you 
pause to wonder about what’s for tea. Or even 
the fifth if another two things come to mind 
beforehand. There’s lots of spell casting and 
pixie violence, but markedly less dungeons and 
gogglingly huge graphics. “The graphics - they 
are so huge!” you might shout if you were so 




Drown, Merlin. Drown like somebody trying unsuccessfully to breathe underwater. 


A clever puzzle involving the movement of some boxes. Probably. 


























inclined, and various unpleasantly sanctimonious 
organisations could find no fault with that. 


Much is made in the Young Merlin info pack of 
the programmers (one Westwood Studios) who 
have found fame as the authors of Legend Of 
Kyrandia on the PC and Tactically Unsound 
Coffee Bean Adventure 3 on the Sainsbury 
checkout till. “We think Young Merlin will make 
Zelda look like a clod of dangerous chemical- 
saturated lawn,” said two people who really like 
Young Merlin, because we obviously couldn’t get 
away with pretending to talk to the programmers 
yet again. H 



Young Asterix, more like. Where’s my copyright lawyer? 


Issue onsale at selected 
newsagents now 









smmm 


.. 


Tiny puts his elbows on the Blob, or something. This really is depressing, isn’t it? 


to grips with Blue Suede^oo. And may God forgive me. 



In a poorly ventilated office, Jonathan Nash 
is previewing Clayfighter. Not terribly funny, 
but fashionably accurate. 


Taffy wraps things up. I’ll be all right after a drink of water and a quiet night in. 






































And those are exactly the sort of alarmitigly crap joll 


hat’ll go on the box. 


our faith in the packaging industry (cardboard division), it really does. 


M usic, eh? We’ve heard the SNES 

pump out some fab music recently 
what with Rocky Roll , Plok and the 
like, but Clayfighter looks to have 
the edge with its amazing intro. 
The title screen comes up and the music starts - 
a blobby tunelet which manages to sound 
almost, but not quite, tolerable. If you leave it 
warbling for a few moments an argument breaks 
out, curtailed by the conductor of the orchestra 
irritablyTapping his stick against the podium. 
Then it all starts again, except it’s people 
singing. Singing! Well. It’s one of the best 
surprises of all time, except of course we’ve just 
ruined it for you. 

Clayfighter is a beat ’em-up in Claymation. 
Now Claymation is a stop-motion animation 
technique invented by Will Vinton and involving 
clay (hence the clever compression of the words 
‘clay’ and ‘animation’). Instead of moving a 
model frame by frame, you re-sculpt a lump of 
clay in a similar fashion. Why, I don’t know. 
Maybe Will owns a chain of clay shops and 
wants to promote his 
merchandise in an 
underhand way. No, 
hang on, I remember - 
it’s because you can get 
a far greater fluidity of 
movement. That’s the 
one. Anyway, Clayfighter 
takes the tried, tested and tedious beat ’em-up 
formula of a Street Fighter 2 clone but! gives it a 
twist. 

exciting facts 

There are eight characters and a boss in 
Clayfighter. You fight them. They fight you back. 
You all fight. See Janet fight John and Spot, but 
not in this game. Clayfighter' s characters, you 



see, are based around the theme of clay. Clever, 
eh? Here they are, in a predictable fashion. 

Blue Suede Goo. Crap name, but a fab 
character. He’s this really awful Elvis 
impersonator who mumbles things like 
“Thangyewverymuch,” and “Woah momma” a 
lot, chucks his quiff at you, waves his stomach 
around and, in tight corners, fails to control his 
problem with non-prescription pharmaceuticals 
and dies on the toilet. 

Bonker. Another crap name, but there you go. 
This clown throws custard pies and bounces his 
head around on a spring. And kicks you a lot, 
and frightens children in a hassled-parently 
exasperating way. 

Catheter Mimmelspawn. Yet another crap 
name, but that’s because we made it up and 
he’s actually called Bad Mr Frosty which is 
slightly less terrible. A snowman of Calvin- 
special proportions, with horrible claws and a 
fearsomely ill-adjusted personality. He can throw 
snowballs and strike Aled Jones repeatedly 
around the head and chest, or something. 

Tiny. A clever, 
punnish name. Tiny, 
bigbloke extraordinaire, 
hits people a lot and 
appears with Bruce 
Forsyth on that 
Saturday evening 
favourite The 
Generation Game. Tiny, eighty-six and from 
Oslo, would like to help underprivileged children 
and drain the lakes of Ireland with a straw. 

Helga. The token womanbloke. Except! she’s 
a fat opera star. In between falling off castles 
after finding her dead lover, Helga spins a lot 
and sings at people, springs a Honda-ish bum 
drop and enjoys a joke over lunch with friend 
Priscilla Stankly-Wugfummet. 

The Blob. Considered opinion has it that the 
Blob is the best character in the game. He can 
morph into various shapes, including a brick 
wall, a large boxing glove, a claw hammer, some 
bunched fists and ‘Banjo’ Barton, the Australian 
journalist and poet who adapted Waltzing 
Matilda from a traditional ditty. 

Taffy. Some sort of American sweet (or 
‘candy’), taffy is a stretchy, yellow, er, violent 
sort of thing that absorbs the strongest blows 
and spoils the teeth. Impersonate a Catherine 
wheel with Taffy! Jink from foot to foot with 
Taffy! Plan and hire professional muscle to 
execute a series of imaginative bric-a-brac stall 
robberies with Taffy! There’s a lot more to him 
than meets the eye. 

Ickybod Clay. There’s a folk tale with this 


Maybe Will owns a 
chain of clay shops and 
wants to promote his 
merchandise in an 
underhand way. W 



Bonker and some DNA. No, I’m still feeling depressed. 


nerkbloke who’s madly in love with a girl. But he 
has a rival, a big, hard bastbloke who disguises 
himself as the pumpkin-wielding Headless 
Horseman and scares the nerkbloke to death 
and marries the girl. And the nerkbloke is called 
Ichabod Crane. Clever, eh? 

The Boss. Who could this mysterious figure 
be? Actually, he’s a sort of Blobbish character 
with lots of bendy attributes and scowling 
expressions and things. No doubt he’s very 
difficult to beat, or very easy in an unexpected 
but rather crap reversal situation. 

Bette Davis. An obvious lie. 

neal hefti 

Everything possible has been done to make 
Clayfighter as silly as possible. You get to fight 
on the keyboard of a giant piano, on the stage of 
a very cheap theatre, in the arena of a very old 
and possibly even cheaper amphitheatre and in 
several other places. ‘Pows’ and ‘clunks’ litter 
the screen as the fight progresses, and a fuse 
burns away in a time limity manner. 

There’s even a ‘character background’ screen 
with lots of jokes, but they are without 
exception utterly dreadful so we’ll have to forget 
them. Stay tuned to this page, or a page of a 
similar hue, to find out exactly how Clayfighter 
shapes up as a game and not, for example, as 
a teacake. ■ 


facto boxum 
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Virgin’s first release is the really 
rather laid back, and completely silly, 
Cool Spot (reviewed on p.34). Now 
these folk are finally publishing on 
Nintendo so they want to celebrate 
the fact by putting together a superb 
compo. Basically they want to give 
you a either SNES, a brilliant Cool 
Spot T-Shirt and/or a dead flash Cool 
Spot pin badge. 

There’s one Super Nintendo for the 
winner along with a T-shirt and 


and identify the 8 deliberate changes 
(although there may be more than 
that) that have been made to the 
picture on the right. Circle them with 
a biro or felt tip pen, cut the picky out 
and send it in to us at: 

Spot in Spot’s Not A Dog compo. 
Game Zone, 29 Monmouth Street, 
Bath, Avon, BA1 2DL by the 17/1/93 

The first entrant pulled out of the 


are you a winner? 

Did you enter the Jose Cuvevero For Prime 
Minister (Our Speedy Gonzales competition 
really, but we like to give things silly names)? 
Well if you did here are the answers, and more 
importantly the names of those folk who won 
prizes: 

the answers 

1) Speedy Gonzales’ special move is a) he runs 
exceptionally fast. 

2) The captial of Mexico is a) Mexico City 

3) The resutl of the Alamo was b) The Mexicans 
won - although Americans are loathe to admit it. 

the winners 

The Game Boy and Speedy Gonzales Cart 
winner: Graham Rix, Melton Mowbray. 

The five winners of a Speedy Gonzales Cart: 


Peter Gambrill, Leamington Spa; Tim 
Wheelbrand, Leicseter; Richard Pearson, 
Rotheram; Sean George, Liverpool; James 
Moore, Bramcote. 

The 25 winners of a sombrero are: 

Richard Poole, Bromsgrove; Gavin Webber, 
South Glamorgan; Kay Taylor, Sunderland; Phil 
Dearie, East Kilbride, Daniel Pressley, 
Peterboro’; Simon Davies, Peterboro’; Lynne 
Parker, Rugeley; Dave Burchell, Welling; Nigel 
Nash, Staffordshire, Stuart Goulden, Lowestoft; 
George Gash, Maidstone; Duncan Marriott, 
Weston Super Mare; David Martin, London; 
Richard Beckett, Wigginton; Wayne Griffiths, 
Minehead; Melissa McKewan, Hove; Mark 
Gambrill, Leamington Spa; Edward Lewis, 
Gwent; Malcom Ryszewski, East Fulton; Chris 
Docherty, Tyne & Wear. 

Your prizes are in the post. 


nice night for a walk 
compo 

The answer to our little news poser was that the 
Arnie’s last film, prior to this one, was 
Terminator 2: Judgement Day. 

And now, in reverse order, are the 50 winners of 
the Sony’s Last Action Hero T-shirts. The lucky 
people are as follows: 

Steve Adams, Royston; Richard Pearson, 
Rotheram; Richard Beckett, York, Chris Munday, 
Afnorth (apparently); Ross Evans, Glasgow; A 
Loong, Carmarthen; and look I’ve been typing 
these lists all night long. We drew the winners 
before the issue hit the shelves and all the 
winners will have their T-shirts by now. Please 
feel free to ring Mr S Kirrane and say the phrase 
The spotted crow flies East over the crested 
moon tonight’. He’ll understand. He’s like that. 
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KARAOKE 

MACHINE 

4@4§7B 

CD SOUND 
SYSTEM! 


SUPER 

NINTENDO 

0839 404071 


AMIGA CD-32 

0839 404070 

Instant Win 


Instant Win 


WVINASEGA 

MEGADRIUE ’ 
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mws 40 mm, 

Instant Win 




^AMIGAAmO 

W GmmGEAR 0839 404068 

^ Instant Win 

" ‘ " RALEIGH 4 

ACTIVATOR 2 


£250 worth of 
COMPUTER 
GAMES 

0839 404069 


y|# JOYSTICK 

Any joystick up to £70 

0839 404074 

Instant Win 


Instant Win 
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MANGA VIDEOS! 

0839 404066 


WIN STREETFIGHTER II 
JJPJjyAL EDITION! 
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LICENSED BY 


PAL VERSION 


Prepare yourself for the 


. -- most 

mind-blowingly addictive 
puzzle game ever! 

• Full password re-entry 
system. 

• Bonus icons, traps and 
special features galore and 
the clock keeps ticking away. 

v cTi 1993, Elite Systems Ltd. 
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^^H^EIite Systems Limited, 

Knchjft'House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 
Telephone: + (44) 922 55852. Fax: + (44) 922 743029. 
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